NINTENDO * SEGA * Sony - 3DO : PG * ARCADES * CODES * STRATEGIES * CLASSICS 
A HANDS ON LOOK AT 


STarrox. DF 
Pg. 26 


Zelda 64 e Blast Corps « Re-Loaded e Resident Evil 2 ighter’s Megamix 
Rayearth * Rage Racer * Super Puzzle Fighter 2 Turbo * Nanotek Warrior 


rapsots 


82824 


74470 


$3.95 Canada $4.95 UK £2.50 


0 


ma SIE AP ër RER SUAE I BEN vr O 


THE LOST WORLD 


Mn JURASSIC PARK 


Ke 


February 1997 
Vol. VII * Issue 2 * #46 


res i shred the 


foran 
orrs 
men 


Zë 


agents 


2 
3 
Q 
0 
C 
T3 
< 
D 


Ke? 

. Om Uu 

= 

= Lx = 

uw o = > Gg, Ga 

>= Wo JASA .c eut m Di ioc e ms em 

= 35 UE va x GE Gom to cR 2 === BM uw 

S n= LTT = mm m m E. oe Ms nn 

E o. Hi =< & = i m Ss Da 

= = M O = ü. e g SEG < Lu =a? 

Ax c | € tu i au S sa R = Ee 

å ~ 

Er IL ce Q u F- wy =R e m xe m 

LR = >> > ex . L Ø = a = = = = D HA P s 

fs CO Hi od = vw E m e» 6 ú p u S i3 uci = 

-= E. scs. SS, a B 

ban E to Tast. ce ox ð = = x5 t E zx 

= e, sS TE Se x x 

cu > a ec = w = =x a 
mo : en T — 

a m 


RECORD 


ent Inc 


ive Enterta 


fi 


RECORD 5 à 


SECT? «0° 40"000 
` ton 1°45 "000 


m Interac 


| So 


d 


E JUTBE-TRETCK 


a 


JRNOTE is 


rtainment Inc. URI 


nie 


F 


ny Computer 


Í SOF 


lon. 


ark of S 


Sð 
fð 
d= 

Un 
» 


em 


15 0 trad 


1090 


nt 


Pla 


SONY KIDS TO ADULTS 


KIDS TO ADULTS 


Computer Entertainm 


CONTENT RATED BY 


Ø 


PlayStation 


COMPUTER 


ENTERTAINMEN 


^ Departments 


o Letter from the Editor 
Let Me Make Myself 
Perfectly Clear. 


Dear Game Informer 
GI readers from across the 
&lobe interact with Game : 

Informer. 


Envelope Art 

You Can’t Win If You Don’t 
Enter GI's Monthly Envelope 
Art Contest. 


GI News 

Square and Sony strike pub- 
lishing deal, Namco shows 
Tekken 3, Resident Evil 2 
gets delayed, and tons-o-fun 
with Name That Game!, Trivia, 
Comics, and GI's Top Ten. 


Arcade Brigade 

GI takes a look at 
International GT Super Car 
and Street Fighter EX. 


Game Informer PC 
GI reviews Command & 

_ Conquer: Red Alert and Star 
Trek: Borg as well as PC news 
from the Matrix. 


Classic Gl | 
GI'S Jon Storm talks classic 
vids with Weezer's Patrick 
Wilson. 


Secret Access 
Tips From Our Readers 
and the infamous Game 
Genie/Game Shark 
Swap Shop. 


Game Informer A | EVA 


Cover Story: Mario Kart 64 
The original Super Mario Kart, which was 
released in September of 1992, became a smash 
hit almost overnight. Since then, gamers have been 
begging for a sequel, but Nintendo wouldn't give 
it to them. Until now, that is, and Game 
Informer's got the low-down. 


GI Feature: Shoshinkai N64 

Space World ‘96 

On November 22nd, the eighth annual Shoshinkai Expo 
.. was held at the Makuhari Meese Convention Center near 

Tokyo, Japan. Game Informer was there and we've got the 

Scoop on all that's happening with the Nintendo 64. 


GI Feature: Game Informer's 1996 
Video Game Awards 

It's time once again for Game Informer to 
present our awards for the best and worst 

of 1996. 


Nintendo 64 
Star Fox 64, Doom 64, Zelda 64, 
Blast Corps, NBA Hang Time 


PlayStation 
NBA Shoot Out '97, Jurassic Park: The Lost World, | 
Re-Loaded, Super Puzzle Fighter 2 Turbo, Resident Evil 
2, Rage Racer, GameDay '97, Rally Cross, Rush Hour, 
Swagman, War Gods, Mega Man 8, Arcade's Greatest 
Hits: The Atari Collection 1, Nanotek Warrior 


Saturn 
Magic Knight Rayearth, Albert Odyssey, | 
Fighter's Megamix, Riglord Saga 2 j 


e Si 


PlayStation 
Psychic Force, Tunnel B1, Project X2, Perfect 
Weapon, Jimmy Johnson Football, K-1 The Arena 
Fighters, WCW Vs. the World, Namco Museum Vol. 
3, Open Ice 


Saturn 
The Crow: City of Angels, 
The Incredible Hulk, NFL '97 


PlayStation & Saturn 
Area 51, Space Jam, WWF In Your House 


One-Liners 
_ Dark Forces — PlayStation, Bubsy 3D — PlayStation, 

Dare Devil Derby 3D - PlayStation, Steel Harbinger 
— PlayStation, Virtua Fighter 2 — Genesis, Die Hard 
Trilogy — Saturn, Rebel Assualt 2 — PlayStation, 
Starwinder — PlayStation 
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hat's right, I’ve m a point to make. (And it’s a orthat we don't do this or m we just cover games. 
good one at that). My point is that just because That's it. Don't even try to read into it, because there 
we have put two N64 games in a row on the cover, is nothing there. 
| does not mean it is the best system on the planet. Yes, Basically, what I'm trying to say is don't let us trick 
j| both games are very impressive, and yes, the system you into thinking or believing anything from just the 
is very powerful, but there is nothing I hate more than covers. They are only the covers. They are only there 
being accused of jumping on the bandwagon. And that's to make the outside of the book look nice. Remember 
what it feels like when we “ALL of a sudden" run two that! The stories and the pictures are where the real 
| N64 covers in row when there aren't even ten games meat and potatoes are. So get to it. Start reading and 
available for it yet. So please, Sega and Sony owners, remember that nobody cuts through all the video game 
„don’t write in saying that Gl is now the Nintendo Informer bologna like Game Informer. 


peers 


Paul, The Game Professor 


"Undoubtedly, 1996 was a fantastic year for 
video games. As you can see the PS-X 
dominated my list, and the Saturn and 
N64 will have to kick it into high gear in ‘97 
if they want my playing time." 


10. Panzer Dragoon 2 Zwei - SS 

9. NIGHTS - SS 

8. Donkey Kong Country 3 - SNES 
. Super Mario RPG - SNES 

. Soviet Strike - PS-X 

WipeOut XL - PS-X 

Tekken 2 - PS-X 

. GameDay 97 - PS-X 

. Resident Evil - PS-X 

. Super Mario 64 - N64 


WAR Qereewerne — 
July 24-28 d 


Target Gent» 


— N50 ROO: 


in Concert . 


July 24-28 
ú Target Center 


sed Tickete TZ Reiner, The Raging Gamer 
"Andy told me | either had to write 

. atop ten list or stick an army of ants 

|». down my pants, so here goes...” 


10. Wave Race 64 -N64 

9. Star Wars: Shadows of the 
Empire - N64 

NFL GameDay ‘97 - PS-X 
Super Mario RPG - SNES 
Tekken 2 - PS-X 

Twisted Metal 2 - PS-X 
Crash Bandicoot - PS-X 
Dragon Force - SS 
Resident Evil - PS-X 
Super Mario 64 - N64 


% ` 
Andy, The Game Hombre 


“My top ten favorite games of the ` 

year...hmmmm. That's tough, because when 

it comes right down to it, my favorite games 

are RPGs and Action/Adventure, and there 

just weren't very many good ones this 
| year. But here goes...” 


—m9osoouo 


Jon, The Greedy Gamer 


"This was my first year at Game 
- Informer, and what a year it was. When | 
people ask me what games | 
recommend, | rattle off a list of 
about forty different games. Here's 
ten, and though they may not all be 
the best, they're the ones ! played (and 

still play) the most of." 


Erik, The PC Jedi 


| "You'll notice the lack of Mario 64 on my list. 
I'm sure Nintendo will be calling for my head 
on a platter for saying so, but | just don't 
care about the princess anymore. | mean, 
when is she finally going to learn to take 
care of herself instead of exploiting the labor 
- class to suit her needs all the time. 
Royalty... go figure." 


10. Legend of Oasis - Saturn 

Tekken 2 - PS-X 

. Dragon Force — Saturn 

Wave Race 64 ~ N64 

Tomb Raider - Saturn & PS-X 
Resident Evil- PS-X 

Super Mario RPG - SNES 

Command & Conquer: Red Alert - PC 
Tetris Attack - SNES & GB 

Super Mario 64 — N64 


10. Tomb Raider - PS-X, SS 
Tekken 2 - PS-X 

WipeOut XL - PS-X 

Worldwide Soccer '97 - SS 
Twisted Metal 2 - PS-X 
Pilotwings 64 - N64 

GameDay '97 - PS-X 

Ridge Racer Revolution - PS-X 
Resident Evil - PS-X 

Super Mario 64 - N64 


10. Mortal Kombat Trilogy - PS-X 

Panzer Dragoon 2 Zwei - SS 
Wipeout XL - PS-X 

Crash Bandicoot - PS-X 

Shadows of the Empire - N64 

The Neverhood - PC 

Master of Orion II - PC 

Tekken 2 - PS-X 

Command & Conquer: Red Alert - PC 
Twisted Metal 2 - PS-X 
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liked both and didn't 
m have an opinion either — 
, so I didnt | 


n kea | 
My friends and 


| I have 
conclusi 


| the 
covers, we 


subscribe to some 


ether mag. I'll tell you what. Why don't you take a 


poll in your January issue of those in favor of the ` 


old cover and those in favor of the new cover? If 
the people like the new cover, Ill still be a 


subscriber and deal with my dissatisfaction, but 

if the people like the old you must change it back. 
What do you say? It would make me and my - 
friends happy to see what others think. [m | 


E-mail From: NBORKI ` 


egging you, PLEASE!!! ` 


Have you ever heard that phrase about not 
judging a book... never mind. We decided to go 
with the pictures because it would add more 
newsstand appeal and we think screenshots will 
get people excited about whats inside. The first 
issue we did the new cover format on was Tobal 
No. 1. Had it been done in the old format the only 
thing you would've gotten a better view of was 
the characters pectoral muscles. Hmm... As to 


your vague and unsupported statement that our 


content is no longer "cool," we take offense at 
that remark. We work our tookuses off every 
month to cram stuff into every nook and cranny of 
an issue with an almost absurdly low number of 
ads. Sure we could tack on an extra 60 pages of 
low content, heavily advertised smut, but then we 
would have to change our name to something like 
Electronic Ultra Game Informing Pro Players to 
the Third Power Monthly. As for the poll, we don't 
really feel that counting envelopes is necessary 
at this point, but we'll be willing to change our 
cover if we get an overwhelmingly negative 
response. You might want to get all 115 people 
you surveyed to mail us letters about how horrible 
our cover is, and how they're all going to stop 
reading Game Informer because of it. Not to be 
snooty or anything, but you are the first to 


complain since the new cover made its premiere ` 


back in October '96 


` Hey guys, n 


4 


aybe you sho nge your. 
mag's name from Game Informer to PlayStation ` 


shbacking as Jan, “Marsha, 
"PlayStation, PlayStation, 


Pessimist 

Houston, TX 

We find it interesting that people are always 
writing in and complaining about how we don't 


cover enough of their systems games but they 


always fail to provide a list of all the games we 
failed to put in the mag. We hate to shove a 
leafblower in the old tailpipe there Mr. Pessimist, 
but Saturn really wasnt putting out as many 
games. Sometimes we would see an obscure 
looking game and ask whoever was playing it 
why we're giving it a half page instead of an At a 
Glance. The response, "Its a Saturn game," was 
usually all the explanation that was needed. Also, 
due to the Saturns complex programming 
requirements, we would often tend to get the PS- 
X version of a game weeks and sometimes even 
months before the Saturn. 


As for our comment about the power of the 
Saturn, you might want to consider the context 
and the semantics of the statement. First of all, 
that article was written right at the dawn of the 
32-bit era. In comparison to the 16%, both systems 
blew us away. You might also want to consider 
the difference between some serious power” 
and "the most powerful machine ever!" 


Now that we've excused ourselves from 
taking responsibility for the imbalance of 
PlayStation vs. Saturn coverage in our mag, we'd 
like you to know that Saturn actually looks like it 
may be getting on top of things and putting out a 
lot of games in the near future, Hopefully, this will 
mean a lot more stuff for Saturn owners to get 


excited about. 


s. They have The | 
old Doom Il. 


- Sincerely, 

Dan Milan 

Stillwater, MN 

Quiet you fool!! If Erik sees this letter he'll 
freak out and start whining and pleading again! 


` Unfortunately our PC page will have to stay as it 
_ is until the magazine gets larger. At this point we 


can't really justify taking another page from our 
console gaming fans who have been with us from 
the start. As for your Doom question, we couldn't 


` tear Erik away from C&C: Red Alert long enough 


attachments. | bought the 32X, Menacer, and Pr 


| are more or less the same game with 

new levels. The only dramatic 
differences between 1 and 2 were the 

addition of the super shotgun and the 

new enemies. Final Doom is just a 

. setofreally cool levels in the Doom 2 

" engine. You should also be aware 

that there are hundreds of levels for Doom 
available on the internet and collections like 
D!ZONE are merely a compilation of these. Some 
of the Jedis favorites from the net are the 
Corellian Corvette and Death Star levels from Star 

Wars and the Aliens levels. 


- Your Magazine is the best. Unfort 
ubscribed a little too late. | am a victi. 


CD. | now have an N64 and | am wonderini 


64DD is worth buying? So far all the attachments 


are CRAP!!!! But you say, unlike Sega, Nintendo 
always sticks with their machines! Al. 


Nintendo has never made an attachment. Pleas 
tell me you have the answers... | 


Second question: SNES has all the rights to 
Final Fantasy but Sony gets FFVII. Will N64 be 
coming out with an FF game and when? — —— 

Third question: When is Mission Impossible 
coming out for N64? = (| y 

Last question: What is with your coverage of ` 
the N64? Last issue there was nothing. You are — 
starting to scare me about the N64 dying. If 


anyone would like a 32X in the office, it is for sale. 


E-Mail From: Ronald Siegel 
1) To be honest, we were all pretty excited 
about the Sega CD when we saw it on the horizon. 
Unfortunately, Sega failed to follow through with ` 
good games. The 32X, however, is probably the 
best example of bad timing in the industry. Yeah, 
the games looked a little better than the regular | 
Genesis, but the debut of the PlayStation was 
right around the corner and Sega needed a whole 
new system to compete. 


While the gaming public has traditionally been | 
down on add-ons and attachments, Nintendos 
64DD could be a first. It is rumored that the first 
N64 Zelda game will debut on the 64DD and this | 
could easily push Nintendo's add-on from a risky | 
gamble to a winning piece of technology. 
Unfortunately, the idea of shelling out more 
money for hardware just so they can play a new 
game is very unappealing to most people. 
Whether the 64DD will be successful or not 
depends on price, how much of a dramatic 
improvement it shows over the basic N64 games, | 
and how many games they debut with the new 
peripheral. One way to look at it is that if you | 
could buy a new add-on for your N64, or an | 
entirely different system already featuring a full ` 
complement of games for the same or a similar 
price, which would you choose? We think 
Nintendo is pretty smart, and highly doubt that 
they would put out the 64DD without something 
impressive to show on it. We recommend that you ` 
wait until there is more information on it. In the 
meantime, have a look at the screen shots of the 
new Zelda in this issue. 

2) We went over this question in the last issue 
and gave a pretty vague answer. We don't and 
probably won't know for sure where the FFs are 
going until Square Soft has a chance to take a 
breather after completing FFVII. However, it is ` 


important to note that Square, not Nintendo, owns 


the FF license. 


3) Unfortunately, the most specific thing we ` 


can tell you is the first half of 97. Nintendo 
delayed a lot of its games because they felt the 
quality wasn t quite up to their standards. 
4) The Nintendo 64 is not dying. It's just having 
a slow and painful birth. Trust us. We have done 
every N64 game we could get our hands on. 
Nintendos emphasis on quality is just causing 
things to move at a slow pace and that month 
- (we're assuming you mean October) was the 
month of delays. 


Pining For the Fj 


~ First of all, I'd like to say that I am a proud 
subscriber to your magazine. But I'd also like to 


_ say that I read in one of your issues about the old | 


game systems like the Atari Lynx, NES 8-bit, and 
all of those other not so fortunate game decks 
that you guys kicked to the curb. Which one of 
you brain-deads came up with that notion? I'm 
here to say, fellas, that I value games period and I 
don't agree. | have a Nintendo, an old Atari, a 
Sony PlayStation (it rules) and an old 
Colecovision. I'm proud to say that each of these 
systems gave me all the entertainment that | 
needed and for all you hotshots who think the 
better the technology the better the system can 
kiss my... 
E-mail From: HRay 
When we say that a system is dead, we simply 
mean that there will be no more games made for 
it. Once that happens, there's not much more for 
us to work with, except for the occasional 
reminiscing in Classic Gl. This is always 
excruciatingly painful for peepi? who have spent 
a lot of money on a console. Thus, the retirement 


j 


Joen (est 2eb 
den Pray 


into little parts, 
Kabal walks 
away into the 
sunset. 


have made ridiculously stupid decisions about 
` their machines and we do tend to razz them a bit | 
` more than we should. This is simply because we | 


hate to see so much potential flushed down the 
toilet because someone had no idea what they 


were doing. Do we value better technology? Of 


course! There are only so many things you can do 


. with a system before all the games start to look 


the same. This was one of the biggest causes of 
the game crash of the early eighties, and we'd 


. hate to see it happen again. 


saw Corwin Johnsons query about video 


` game creation and although I did hear you the 
first time, | gotta ask. | have an idea for an RPG (in 
` all modesty I think it's kind of groovy), yet it 
wouldn't be possible for me to submit the idea to 


any of the companies out there? I should think 


` that with some of the companies’ problems with 
` putting out slick and creative games, they'd like a 
little input now and then from the general public. 


You guys are always griping about lame and 


 regurgitated games and you've also talked about 
how Sony needs help in the RPG department. 
- Maybe they just need to hire some more creative 


people out there. 
Elizabeth “The Jabberwocky Gamer" Reed 
St. Paul, Minnesota 


Unfortunately, a lack of creative people in the 
industry is really not the problem. It's the people 
who make decisions. There are only a few 
companies that are willing to risk taking games 
to new levels. The rest of them tend to copy old 


ideas that have been successful and throw some | 


Annandale, VA ` 
Gg Sé The question is 


fo v, 3 | did Crash push 
him off or did he 
jump? 


ec in his hi 


the blarneyed notion 

- that RPG's don't do well 

_ the States. So of course, _ 
they test the market e 
with mediocre games 
like Beyond the 


Beyond. 

We dont really 
know how to help 
you with your idea. 
Your best bet would be to 
get on the world wide web and try 
to find the e-mail addresses of gaming 
companies that you think would 
respond well to what you have to say. 
We've also had two requests that we 
send peoples ideas for new Mortal 
Kombat characters to Williams. 
Unfortunately, as cool as those 
characters are, we really can't do that for 
you. Williams is a very busy and easily 
agitated company and we have a hard 
enough time getting games as it is. 


On an interesting side note, however, 
Reiner has recently procured for himself 
a Sega CD Development Kit. Once he 
learns how to program in C, his goal is 
to make games that will be banned from 
98% of the free world. 


. were blown 


away, once 
again, by 
George's 
amazing 
talent. 


^ D 2 Å Nice dragon! Di 
| , : - he come with the 
One day I put on these crazy outfit? 
boots and WHAM-O...lightning 
bolts started spinning around me 


New | edford, MA - 
Hey, she’s wearing 
Gamebit’s jacket! What's 
going on here? 


Mey Suite 


Ae MEAL IM OTIO! 


wears a 
helmet. 


CLOSE ENCOUNTERS OF 
THE SECOND KIND 

Usually, when a company tries 
to convert an action/platform 
character to a completely different 
genre, chaos and poor sales are 
more than likely the result 
Fortunately, Nintendo has been very 
successful with their conversions, 
and sometimes these alternate 
titles are bigger sellers than the 
characters original title. Kirby, 
Nintendo's floating cream puff, has 
had his share of hits, ranging from a 
golf game to a puzzle title; and 
Yoshi, Nintendo's green superstar, 
has also found a niche for success. 
The most notable out of the 
Nintendo gang, of course, is none 
other than Mario. Believe it or not, 
this plumber.can do so much more 
than pipe cleaning. He's done it all, 
and one of his hottest franchise hits 
- Super Mario Kart — is back again. 
It’s a close encounter of the second 
kind, and it could very well be the 
next step in racing evolution. Let's 
give it up for Mario Kart 64. : 
The bottom line is that the 
Nintendo 64 really needs some huge 
titles right off the bat to launch their 
system. Ironically, Super Mario. Kart 
was one of the monster hit sleeper 
titles for the Super Nintendo, and 
before bringing out the 
Metroid and Zelda 
adventures (which 
always sold 
huge to certain 
audiences), 


Nintendo decided to bring this title 
back to please everyone who loved 
the first. Those who actually play 
Super Mario Kart are not just a band 
of hard core racers; in fact, this title 
stretched across the entire gaming 
mass and filled an enormous gap 
between game stereotypes. Mario 
Kart 64 will do the same thing; it will 
unite gamers of all types. Everyone 
plays this game — RPGer's, sports 
nuts, whatever. Mario Kart is one 
of those magical games that is 
extremely fun to play, and no 
one can really say why they keep 
popping it into their system. 

Mario Kart 64 is going to be huge. 
The mastermind behind the project, 
Shigeru Miyamoto, has left all the 
elements from the 16-bit version, 
while adding much more detail to the 
racing. Basically, Mario Kart 64 is 
combat racing, with a hint of Indy or 
Stock competition on the side. This 
game delivers non-stop action, and 
addictive fun. This sequel features 
three game modes - Mario Grand 
Prix, Time Trials, and the Battle 
Mode. The Mario Grand Prix stretches 


through three classes — 50, 100, and 
150. These are three engine types, 
and the higher the number the faster 
the speed. Plus, it is also broken 
down into four Cups and sixteen 
tracks. All these tracks have their 
own personality, and sometimes 
it complements the individual 
strengths of one of the eight 
playable characters in the game. 
Graphically, this game is in a 
league of its own. The animation on 
the characters, the fact that there is 
no polygon pop whatsoever, and the 
size of some of the moving objects 
in the foreground are amazing. 
Nintendo took out the 1-player game 
with the split-screen, and now you 
finally have the ability to play the 
game on the entire screen. The only 


split-screen you'll experience is in 
the one to four-player challenge. 
The orchestration while you race 
is also done within the Mario 
theme. The main new features that 
Miyamoto added include improved 
weapon Power-Ups (which can now 
include up to five at once) and 
vehicle moves (power slides). 
Check out the garage section of this 
article to find out what exactly these 
additions are. 

Mario Kart 64 will 
not disappoint, and 
it will bring an 


incomparable gam- 
ing experience back 
from the 16-bit grave 
and into the high life 
of the Nintendo 64. 
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m Size: 64 Megabit With Battery Back-Up 

m Style: 1 to 4-Player Racing 

m Special Features: Mario Grand Prix, Time Trail, and 
Combat Racing, Eight Playable Characters, 3 Classes — 
50CC, 100CC, and 150CC, Four Circuits, Four Tracks Per 
Circuit, Devastating Weapon Attacks, Jolt Pak Compatible 

m Created by: Nintendo 

m Available: Now in Japan, February 17th 
for Nintendo 64 (U.S.) 
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PAUL, THE GAME PROFESSOR 


“Nintendo had a great recipe for fun 


Special Note: Gu Viet: ei pene be game on 
D Graphics: 8.75 the SNES and they didn't really try 

et io Kart es to change it for the N64. Many of the 
is sold in two Sound: 8.75 familiar 16-bit elements, like the 
ways: separately, | moles, are still here. Of course the 
and with the new two Playability: — 9.75 graphics have improved dramatically 


tone controller. No 
word has been given 
as of yet concerning 
the U.S. having the 
same two options. 
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THE GARAGE 

Before you enter the pit and suit 
up for the race, you better take a 
crash course on what to expect 
from the road ahead of you. First, 
choose the right vehicle. There are 
three varieties of karts to select - 
Heavy, Average, and Light. Usually, 
the personalities or the size of the 
racer will express your choice, but if 
you still need more info, check out 
the Mario Gang section on the fol- 
lowing pages. Now that you have 


in and zap whoever is closest. 
Next, you can load up on bananas, 
cloaks, and bomb boxes which look 
identical to the boxes you'll find 
all of these items in. The most 
dangerous of weapons are the 
Lightning Blasts, which shrink and 
slow down all of your enemies, the 
Invincibility Star, which makes you 
invincible to any attack, and the 
Blue Shell that always takes out the 
leader. Holding on to the right 


Entertainment: 9.75 and the environment is beautiful. 


Concept: 


The cup mode is challenging, but 
the real enjoyment for me was the 
multiple player games, especially 
racing. All productivity in the office 
was shut down by this game and 
you could hear nothing but yelling 
and laughter. It is a true testament 
to how much fun this game is. Wave 
Race may have the flashy graphics, 
but Mario Kart beats it in pure 
entertainment." 


REINER, THE RAGING GAMER 
9,5 Despite the fact that this game is 


not much more revolutionary than 


Graphics: 9 the 16-bit version, and that it didn't 
make the dramatic jump that Mario 

Sound: 8.75 did, | have to say its the best 
i racing game I've ever played. Mario 
Playability: — 9.29 Kart 64 is nothing short of pure 


Entertainment: 9,25 Pleasure, and complex racing to 


say the least. Miyamoto has done it 
again, and ` this semi- 
sequel will bring back some fond 
Super Nintendo memories. The 
new vehicle moves and weapons 
are the best additions in the game. 
There's so much more that you can 
do now with vehicle dynamics and 
you can actually plant traps for your 
competitors. Don't miss out on this 
title, or you may miss your chance 
to play one of the best multi-player 
games ever created.” 


JON, THE GREEDY GAMER 


the vehicle that fits like a glove and weapon for the perfect strike is how Concept: 9,25 ! often ponder the definition of 
ou've chosen the route of your the game is won the term "game, then I open my 
yoni : : Ë y g : : i Graphics: 9 Nintendo dictionary to Mario Kart 64. 
destiny (Time Trail, Mario Grand If you think the weapons portion They've got all the bases covered 
Prix, etc.), let's begin the race! of the game is childish or lame, then ` Sound: 8.25 here — playability, entertainment, 

A few pointers can be learned ` you can try beating it by racing the : concept. If you can picture the Gl 
here and there on your own, but ` tracks perfectly. One key to success Playahility: 9.5 staff herding around the screen in 


your main concern is going to be, 
one: staying on the track, and two: 
wiping out the competition as 
quickly and as often as possible. 
The easiest way to do this is by 
collecting Power-Ups and blasting 
them at whoever is in front of you. 
These weapons range from single 
and triple shot turtle shells (which 
can also be used as a shield if you 
decide not to shoot them), and if 
they happen to be red they'll home 
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is the turbo start. Doing this is easy 
once you get the timing down. All 
you have to do is hit the gas at the 
same time that the second go light 
disappears. Jumping obstacles is 
also very important. And last but 
not least, power sliding. Like Ridge 
Racer, you'll need to master the 
ease of sliding through turns. If you 
can manage to combine all three 
elements and weapon attacks, then 
you will be the master. 


Entertainment: 9.5 4-p!aver mode...yelling, screaming, 


cursing Yoshi as he cloaks, then 
you can picture yourself there too, 
because that's just what you'd 
be doing if you owned this game. 
Not that the 1-player game leaves 
anything to be desired; in fact, 
the cups are longer and more 
entertaining than most of the ‘true’ 
racing games. But in the end, it is 
the multi-player that locks this 
game into the ‘sure buy’ category. 
Live it, love it, the N64 is here 
to stay.” 
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- KINOKO CUP 
This is the easiest cup to obtain 
the Gold in. Listen carefully to the 
advice regarding the four tracks 
below and get ready for the grand 
trophy ceremony. i 
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This is the introductory track and 
don't worry, its an easy one. 
Most of this course is loaded with 
straight-aways. Both corners are 
symmetrical and a breeze to whip 
through. Be sure to keep your eyes 
peeled for the Luigi balloon carrying 
a Power-Up Box, and avoid hitting 
the sand on each of the corner turns. 


oe 

Put on those trousers and get ready 
to race! It’s the Moh Moh Farm 
and anything and everything can 
happen. This track is oval shaped so 
you don't have to worry about any 
hairpin turns; instead, keep your 
distance from the mole holes. 
One false move and those cunning 
creatures will send you spinning. 
Always have your finger on the jump 
button. This track is extremely hilly 
and you never know what the 
competition has deposited at the 
bottom of the hill. Beware! 
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Finally, a short cut and nasty jumps! 

Leave it up to the beach heads to 
devise the ultimate track. The only 
real strategy here is to try and hit the 
jump that will launch you into 
the short cut tunnel. This ramp is 
located just after a series of three 
wide jumps. If you do plan to hit this 
alternate route, be sure to bring a 
Super Burst Mushroom along. If you 
don't have one, you won't make the 
jump. If you do, you'll cut your 
running time down by a fifth. 


This is one of the best multi-player 
tracks in the game, simply because 
you never know what is going to 
happen. Kara Kara Desert is an oval 
train track that is equipped with the 
engine and all. Sometimes it'll even 
have some boxcars trailing it. Your 
main concern is to avoid the train 
and stay on course. There's a lot of 
Power-Up Box stations here so don't 
be too worried if you fall back early. 
It's a long race that can have a lot of 
upsets. 


FLOWER CUP 

Things are starting to get tough, and 
you'll finally need to use the power 
slide to your advantage. This Cup is 
a prequel to the dangers ahead. 
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Have you ever wondered how tall 
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the Mario cast really is? Well, here's 
your chance to find out. This track 
takes place on a busy highway 
cram packed with buses, trucks, and 
luxury vehicles. Your biggest 
concern here is avoiding the traffic, 
because if you run into a vehicle your 
race could be over. Once you stop on 
this track, the other vehicles often 
run you over. Look for the Power-Up 
Boxes on the left-hand side of all the 
straight-aways. 


FURAPPE SNOWLAND 

7735 METERS 

You're racing in a winter wonderland 
in Furappe Snowland. This track 
requires you to successfully power 
slide through all the hairpin turns if 
you plan on being successful. Avoid 
all the snowmen bombs if possible, 
and be sure to line yourself up in the 
middle of the track after going though 
the last turn and crossing the bridge. 
Falling in the water here could very 
well be your downfall. 


CHOCO MOUNTAIN 

= 690 METERS 

Once again, you'll be required to 
learn the power slide. If you slide too 
far when the boulders are bouncing, 
you'll fall off the cliff and will have 
to retrace your steps back to that 
point, which in all actuality is half the 
distance of the track. Try and stick to 
the middle of the track and hit the 
jumps straight on, or you'll lose some 
serious ground. 


MARIO CIRCUIT - 570 METERS 
This is one of the wackiest tracks in 
the game. Be sure to stay on the track 
at all times, or the man eating flowers 
located near every turn will make 
sure you won't finish in first. Use the 
power slide, and try to harness a 
turtle shield for as long as you can. 
It'll help keep the opposition off 
your tail. 


You're going to have to be a super 
star if you want to grab the Gold 
Cup here. This Cup is loaded with 
massive jumps, dangerous turns, and 
the return of Bower's Castle. 


WARIO STADIUM = 1560 METERS 
If you want excitement, well here it is! 
Wario Stadium is plump full of jumps, 
hairpin turns, and moguls. Only 
the most determined drivers will 
successfully maneuver through this 
long course. The Turtle Shield is key, 
and hitting the jumps at the right 
angle will also help. Knock the pesky 
competition out as much as possible 
and victory will be seconds away. 


SHERBET LAND - 760 METERS 
This course is a pain in the axle. First 
off, avoid the cliffs to the right on 
the first stretch of Sherbet Land. 
Then, keep your distance from the 
penguins and use the power slides 
on all of the hairpin turns. 


= Power-Up Boxes 


FURAPPE SNOWLAND 


WARIO STADIUM 


SHERBET LAND 
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This is another really long track. You 


last stretch. After you take the jump 
and confront the second right hand 
turn, cut it close and hug the hill 
to the left. H you miss it you'll 
lose valuable time. Use as many 
Power-Ups as you can, and prepare 
for the final stage in the Star Cup. 
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In the 16-bit version, these castle 
tracks were undoubtedly the 
hardest. This tricky course is no 
exception. Stay off the track when 
you enter the castle confines. If 
you veer to the left or right you'll 
automatically avoid most of the 
slamming brick bullies. Then, when 
the turrets of the castle are visible, 
take the left route all the way to 
the finish line. Mushroom turbos 
and turtle shields are needed to be 
victorious. 


$PECIAL CUP 

This is the final assault for the Gold 
Cup, and you're going to need your 
wits and instincts to get you 
through this one. The last track is a 
whopping 2000 meters long. Don't 
get too flustered with these difficult 
tracks. Practice makes perfect. 


First and foremost, stay off the 
grass. If you do venture into the tall 
green you'll instantly be redirected 
by a coconut from an unseen 
monkey. Your main concern on this 
track is always hitting the top speed. 
The first part of this track features a 
360^ hairpin turn followed by a turbo 
jump across the river. Use your 
power slide through the entire turn 
and again after you land. Now, when 
you enter the cave, visibility is 
extremely difficult. Stay to the left 
and once you pass the Power-Up 
Boxes, cut up and over the hill to the 
left. This is a helpful shortcut that 
will make your first place dreams a 
little easier. 


This track is more of a maze than 
anything else. Once you leave the 
grassy knoll and are confronted by 
the maze portion, go to your right. 
Grab the Power-Ups and take the 
next left. Quickly cut to the right, and 
then jump to your left. This is the 
fastest way through this course, and 
it shouldn't be a problem if you 
avoid the giant Yoshi egg located on 
the last stretch. 


emm de i 


Beware the ghosts of racing past. 
Yes, the haunted house track has 
also returned, and as you can 
imagine, it's a wicked ride. The only 
advice we can give is to stay on the 
track, as there are tons of drops in 
the water on this level, and the only 
way to avoid them is to stay in the 


shouldn't have a problem until the ^ 


| 
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center of the road. Don't let the 
ghosts distract you. Just stay 
focused and blow up the opposition 
as many times as possible. 


RAINBOW ROAD 

= 2000 METERS 

Rainbow Road is extremely long and 
a strain on the eyes. Steer clear of 
the chomps and try to keep a turtle 
shield as long as you can. Keep the 
rats off your back and victory will be 
your reward. Congratulations! 


MULTI-PLAYER 
EXTRAVAGANZAN 

This is by far the best thing in Mario 
Kart 64. The staff at Game Informer 
thinks that the versus racing is 
far superior to the Battle Mode, 
but both are extremely fun and 
worthwhile. The Battle Mode 
features four circular arenas which 
are all loaded with Power-Ups. Your 
objective is to pop all three balloons 
on your competitor or competitors. 
In the Versus Mode, each and every 
first, second, and third place is 
tracked through standings, and the 
really bad racers will stand out 
and be mocked until the end of 
the game. 


vn LA p 


THE VICTOR 

Beating Mario Kart 64 is not an easy 
task, but if you are fortunate enough 
to take gold in all the Cups 
and Classes you'll be rewarded 
with a new Class (OMake) where 
all the tracks are backwards in 
mirror mode. 
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= Power-Up Boxes 
z Hazards 
z Jumps 


MULTI-PLAYER MAPS 
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Where is the pial 
Where the mg à à i 
he station : Dës j fter fighting jet lag and SCH s huge massive- AM 
Where's the tích, System, Gl-was finally at the Shoshinkai, a Nintendo: ` 
Where iy tito, ‘only ‘trade "show. The ‘build-up to. the’ show had - 
ep 5 the rr? journalists and industry analysts expecting.to.see a 
ie WE ` working version. of the 64DD (running Zelda 64 of 
ëch course) and aton of hot new titles for the Nintendo 
ei Æ 64, Unfortunately, the Shoshinkai fell short on both. 
Fei the beak: The 64DD (which stands: for Dynamic Drive) was on the 


EE EH] SL. ML 
* is the Sven q 


show floor, but not the way we had expected. it. Basically, 
Å «Nintendo had: people with digital cameras , 


running around the- showfloor taking pictures 


e d 
© ik the. bag; mise c 


* the.images onto the dek drive and had the 
64DD running the images on a big screen. 
That’ S itl No. Zelda, no nothin'. Nintendo did 
` say, however, that they plan to release. the 
64DD. for the. Japanese and American markets 
sometime in 1997. A price and exact date’ were . not” 
= released, and ño games were:announced (though we expect 
that Zelda 64 will be the pack-in game). i : 
In, other peripheral . news, Nintendo also. unveiled the 
Jolt pack for the: N64. The Jolt Dach, created by Seta; is a 
pseudo force- feedback device that fits into the expansion 
slot’ of the N64 ‘controller. Basically, the Jolt Pack. just 
shakes ` the. controller. while you play, but for 1400 yen 
$ (roughly. 15 dollars), it's not a bad investment. Star Fox’ 
«764, Blastcorps, and Mario Kart 64 will be the first £T 
| compatible with this new device: 
” Speaking of games, there were 41 titles on the show floor. 


Andy Men amare 


TD 
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à Nintendo 1st- party titles ‘that were playable, Star Fox“ 
64 (see page 26) and Mario Kart 64 (see page 6) — 
were the, most impressive. Nintendo: also had ` 
Blastcorps available for play, but we weren't 
zitat impressed by its ráther shallow gameplay. Co 
| Maybeit's because we didn't play it énough, or 
' .maybe- it’s because it sucks...who knows? 
. Otherwise, ally the other. Nintendo 1st-party 
and 2nd- -party products were only running 
on videotape. The. videotape featured. some. 
great-looking: stuff including Yoshi's. Asland 64 
NI - „(which we broke the news on in the January'96 Shoshinkai 
: ` report), Mother 3 (Earthbound herein the US), Goldeneye- 
* 007; Mission Impossible, Zelda.64, and Kirby's Air Ride. All 
these titles looked great but we were blown away by the 
footage. of Zelda 64, Mother. 3, and oeh!" s Island 64. 
These games alone could. carry Nintendo. through the-new 
year. They look that good. DT 
While Nintendo's 1st and 2nd- -party stuff looked fantastic, 
= p the-3rd- -party stuff was "another story: A lot-of- the titles 
‘looked great, but lacked any. Mund. ot magic. Take Rev Limit 
B from Seta for example. From a distance, it looks like a 
| -. rewed up version of Ridge Racer on the N64, but once we 
„started playing it became obvious that the game ran like a 
tank = ultra-slow With extremely boring play dynamics. There 
were a couple other highlights though, including Turok from .- 
Acclaim’ (which: is looking better: by the day), Chameleon 
Twist from Japan: System Supply, Hexen: from Game Bank 
(which. will be published by GT Interactive here in the States), 
and J-League Live 64 from EA (FIFA 64 here in the US). 
`" ` Overall, wé'would have to say that the show was 
mediocre, It was: good to see that there were a 
number of-3rd- -party companies working on new 
` N64 products, but we Were slightly disappointed ; 
í- bya lot of the, product that was on the showfloor. 
' > Luékily, "there's «still ‘hope for some of the 


Srd-party products; and if you're willing 
E ed . Nintendo Ast-party produer look awesome. 


ZE 


to. wait in between games, all the upcoming 


of «different people, and then they loaded . 


Nintendo 64 Game List 
Here's the upcoming Japanese 
- N64 release schedul 
Acclaim Japan 
* Turok — First-Person Shooter - - 3/97 
Asmik 
* Virtual Pro-Wrestling — Sports — 2/97 
^ Athena 
* Pro-Mahjan Kiwame 64 - 
Table - 1/31/97. 
Imagineer ` ` 
* Pro-Baseball King — Sports. - 
* Tale of the Sorcerer's Tome 
(GI Translation) - RPG - 4/97 
* J-League Dynamite Soccer 64 — i de 
+ 2/97 
* Multi Racing: Cliampfórifig - =" 
Racing + 6/' 
Enix 
* Go! Go! Trouble Makers ~ Action. 3/97 
* Wonder Project J2.— Simulation = 
11/22/96 . 
Epoch i i 
* Doraemon - Action- 3/91 
E.A. Victor 
* J-League Live:64 - Sports < ee 
Game Bank’ 
* Hexen — Action = 14 T 
- Hotobuki System 
* Blade and Barrel - og = 
Koei i 
e Mahjan 64 - Table - TBA. 
Konami ` 
* Mystical Ninja.Goemon Gd- - 
Action — TBA, | 
e. Powerful Pro-Baseball 4 = 
Sports. TBA 
e Mahjan Master = Table — TBA 
-League Perfect Striker — 
Sports - TBA 
Seta 
"e Rev.kimit — Racing- 2/97 
* Wild Choppers = Shooter = 1/97 . 
* Super Real Island - Simulation — 5/97 
* St. Andrews Golf — Sports - 11/29/96 
Thunder “Go” - Table - 1/97 
e Morita'S.Shogi-64 — Table - 5/97 
Tommy Å 
* S.D.F, Macross - Simulation - 5/97. 
Japan System Supply 
* Cavalry Battle 3000 - Action - 11/97 
* Chameleon Twist - Action = eink 
Hudson 
© Power League 64 - Sports - .TBA 
* Dual Heroes Fighting = TBA- 
* Pro-Wrestling Game — Sports — TBA 
* New Hagane - Fighting — TBA 
Banpresto. ` 
* Super Robot Spirits ="Action.— TBA ` 
Victor Interactive 
e Mission Impossible + Action —4/9 
Video System ; 
e 3D Shooting (Workin 
Shooter - TBA 
e Mahjan (Working) - Table = TBA 
Human, 
¢ Human Grand Prix - Racing -,12/96 
Bottom Up ` ` : 
* 64'Sumo (Working) = Sports — 5/97 


, — MORE - — (Mahjan is Mah Jong in American versions) 
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The 64DD 


RAM . (Random. Access Memory) upgrade. While 
Nintendo has not disclosed the exact size at this 
point, it will more than likely t be somewhere between. ` 
2 and 4 Megabytes (probably 2 The extra RAM will» - 
This is what we found out. Å fit into the Memory Expansion port at the top of the 
For those of you who are unfamiliar with the | * N64 (the compartment that has a do not remove 
64DD, it is a.custom-made, high density magnetic- å j Jumper» Pak» warning). Combine- that with. the 4 
optical disk system that attaches to the bottom of 94DD Technical Specifications Megabytes of RAM the N64-already has and we're ` 
the Nintendo 64. Magnetic Optical disks are slightly. * Memory Capacity - . talking about some-serious processing power. 
smaller than CD-ROMs. (Compact Disc-Read. Only. PPrexmately 64 Megabytes But perhaps the-most important thing that the 
Memory). and only hold about 1/10th as much — Sustained Data Transfer Rate- 64DD has to offer consumers and developers. alike 
information as a CD-ROM (64 Megabytes compared ` Approximately 81 Seconds tv ge lower cost of producing MOs over. cartridge. 


64 Megabytes (Compared to. : hdd T 
to 640 Megabytes). However, the advantage. of ^ 437 Seconds/64MB for Normal * For the consumer this means cheaper games, and 


uring the show, Game ëch got. a chance to 
sit down with Jim Merrick, Project Manager of 
Software Engineering for Nintendo of America, 
to discuss the different aspects of the 64DD. 


Magnetic Optical (MO) over CD-ROM is that it is both ` Speed CD-ROM): ` for the-developer it means that they can lower the 
a read and write medium. This means that an MO . , seek Time - About 75 ms ` Tisk involved with creating games for the N64. This is 
not only-stores the game. information, but can (Typical) ; ` "good for the consumer. as well, since that will tran- 
record it as well, up to 32 Megabytes to be exact. To” + Motor Driving Time - Less Than ` late into more games. ! 
give you an idea of how much information that is, ^ 4.9 Seconds So where is.the future. going to take the 64DD? 
Mario 64 is only 12 Megabytes. So. in theory the `. Ste Drive: 260mm (w) x - "Wel, for now, that is pretty much undecided. In the 
64DD could have a game tet is over 5 times larger ` 190mm (d) x 78.7mm (h) past, consumers haven't been too willing to shell.out 
than Mario. sio, manga Wi gaamm Height" tte extra cash for an add-on, but with the power that 
The real magic behind the 64DD, however, is how- * e CR Nintendo is promising, this could all change. Also, 
it can be used. A game developer can create a game with the internet becoming a major medium for video | 


i i Geet Tow. ¢  Weight-- Disk: 104mm (w) x... o. d E 
that is either DD, cartridge, or a combination of. "ON (d) x 10.2mm k Drie: gaming, Nintendo could use the,64DD as a Trojan 


both. While a game that uses the 64DD will suffer. 1 ge Disk: 43g horse to enter into internet gaming. But in the end, 

some latency problems, Nintendo states that the , pate epar ge E? „this is. all speculation, since Nintendo isn't saying a 

64DD can transfer 64 Megabytes of data in 81 ` included. The disk is a high thing. For now, all we can do is piece together the” 
seconds (compared to the 437 seconds from the - density, double-sided ~~ clues from: Nintendo. Watch for the 64DD some 

typical 2x drive). What that translates into is that the. ; magnetic media.. ^ ^ ^. . time late this year, and expect it to cost somewhere 

64DD works at about the same speed as a 5:4x between $100 and $200 ($150 has been the 

speed CD- ROM drive. Pretty quick, but not nearly as rumor); there... will more than likely be one game 

fast as a cartridge. packed in (Zelda would be-a good guess). Otherwise, 

While the added data storage is a nice addition: your guess is as good as’ ours. 
' there's even more. The 64DD will also include: a 
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V 134 FUN 
Cleaning kit. 
For use with 
SEGA® GEAR® 
game and 
cartridges. 
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V 137 FUN 
Cleaning kit for use with SEGA® GENESIS®. 
Cleans game unit and cartridges. 


Other Recoton game care, maintenance and replacement products that meet 
or exceed original specifications and UL / CSA safety approvals. 


V135 FUN Cleaning kit for use with NINTENDO® system and cartridge. 

V136 FUN Cleaning system for use with GAME BOY® & cartridges. 

V139 FUN Game cleaner for use SUPER NINTENDO® 

V350 Game switch for use wuth NINTENDO® e 
V354 AC Power adapter replacement for use with SEGA@GENESIS® | 
V477 AC Power adapter replacement for use with GAME BOY® 

V479 AC Power adapter replacement for use with NINTENDO @ 

V483 AC Power adapter replacement for use with SUPER NINTENDO ` 2950 Lake Emma Road, Lake Mary FL 32746 


© Copyright 1996.Recoton Corp. New York, NY 10022. All rights reserved. All specifications subject to change without notice. 


Editor's Top Ten 
Console Games for February 


Top Ten Things Reiner 
Can Do With His Nose 


e Snuff out evil and wrongdoing 
@ Signal low flying airplanes 
(no, that would be Andy) 


| Everyone tha 
to win 


Psygnosis Game Spawns Music Video 


The soundtrack for Psygnosis' Wipeout XL is enjoying success in the United Kingdom, and 
one of the songs featured in the game has also spawned a music video. 

“Atom Bomb," by the techno act Fluke, has been in the top 20 charts in the U.K., and with 
that success, the songs music video has been airing on MTV Europe. The video, which 
features anti-gravity pilot Arial Tetsuo, includes live action, gameplay footage, and an impressive 
anime sequence. 

The soundtrack for WipeOut XL is currently available on Astralwerks Records in the U.S. 


PlayStation Development 
System Launching Soon 


Sony Computer Entertainment America plans 
to launch their home PlayStation game development 
unit, Net Yarouze, later this month. As reported, 
the Net Yarouze works in conjunction with a PC and 
development software to allow users to create 
original PS-X “Yarouze” games. (See GI NEWS Dec. '96) 

The Net Yarouze will retail for around $750 for 
the base unit, simple software compilers, and PC 
connector cables. Additional development software is 
available and recommended at a price tag of $500. 

Look for more on the Net Yarouze in future issues. 


Resident Evil 2 Pushed Pack to Summer Release 


If you're looking to return to the World of Survival Horror, you might have to wait longer than 
you thought. Capcom announced that Resident Evil 2 will not make it to the U.S. before 
the summer. 

Originally, Capcom had planned to release Resident Evil 2 along a similar timeline as the 
original version which came out in April of last year. The Japanese and English versions of 
the first RE game were developed almost simultaneously and were released only a few weeks 
apart. Apparently, Capcom felt that both games suffered from the simultaneous development. As 
you may know, the first installment of RE is filled with poor Japanese-to-English text translations. 
Capcom will focus their development time on the Japanese version (which will hit Japan in March) and 
then shift their focus to offer a more polished U.S. version. 

For more on Resident Evil 2 look at Game Informer's preview on page 38. 
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DATA FLOW. ..DATA FI 


Have you checked the frame rate of your favorite console game? 

Of course you have. Any “true” gamer can flip on his favorite game and say, “Oh yeah, 
that baby is running at 30 frames per second.” Or to trash something, the “knowledgeable” 
gamer might retort, “That frame rate is unacceptable, it's not even running at 15 frames 
per second.” 

Any way you slice it or dice it, the issue of gaming frame rates is a common topic when 
| critiquing or discussing games. The fact of the matter is, it's basically an over-hyped and over- 
| used cliché that is annoyingly vague and has little to do with the enjoyment of a video game. 
| Frames per second (fps) or "frame rate" is fairly simple to understand. A frame is a still 
| image displayed on a TV. When a bunch of still images are displayed in quick succession, it 
| creates the appearance of motion. Obviously, the number of frames that are displayed in one 
| second is your frame rate or fps. Televisions in the U.S. work on a common format known as 
| NTSC (National Television Standards Committee). NTSC televisions display no more than 30 
i 


full frames per second (or 60 half-frames if you want to get real technical). In terms of video 
games, a higher frame rate gives the game a “smoother” appearance. 

A video game console can not do 
more than 30 fps, simply because 
an NTSC television will not display 
any frames above that. Ironically, 
because of a strange technical 
theory (which turned out to be 
wrong), no NTSC video display 
produces 30 fps. To get very techni- 
cal (and please excuse us) the NTSC 
display actually has a maximum 
29.97 fps. 

Game Informer investigated the 
subject of frame rates with computer 
engineer Andrew Lunstad, Keeper of 
the Hammer for Fenris Wolf, a game | 
development studio in St. Paul, MN. 
“Frame rates are usually something 
SE "SE sI that people talk about when they 

GI editor Jon Storm investigates FPS. don't have anything else to say 
about a game," states Lunstad. 
"As a designer and programmer, [fps] is something we look at, but it's a small piece of a 
| big puzzle," he adds. "It really depends on what type of game you're playing or designing. But 
l've never not enjoyed a game just because of a slow frame rate." He went on to say that 
a prime example of this is Road Rash for the 3DO. "That game probably wasn't running i 
| much over 15 frames per second, but it looked great." No one can argue that that game | 3D ame content. 
| wasn't enjoyable. ie, 

So if you're that person who runs their PS-X through a VCR and plays it back in slow motion b | 
to try and judge the fps, or the player who judges frame rates by waving a hand in front of the 
face to create a strobe effect, we've got something to tell you. Sit back, relax and enjoy the 
game. If you don't like a game, don't use the frame rate crutch to try and prove your point. 


Sega Enterprises, Ltd. announced a joint venture 
with Nippon Telegraph and Telephone to produce a Saturn 
videophone. 

Using the Saturn hardware in conjunction with a 
phone, video camera and television will allow 
users to see who they're talking to (that is, if 
the person on the other end has a video- 
phone as well). The Saturn videophone 
will use some of the same technology 
that is currently used in many businesses 
to conduct video conferencing. 

The Saturn videophone is scheduled to be 
released in Japan this summer with a price 
tag of approximately $280. There have 
been no announcements concerning the 
Saturn videophone in North America. 
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Namco’s First Half Line-Up 
and New Information On Tekken 3 


During a recent trip to Namco, G/ got a rundown of the company's plans for the first half of 


1997. Namco plans on releasing six titles in the first half of the year, and four more during the 
second half. While they didn't tell us what the other four titles will be, you can bet that Tekken 
3 is one of them. As for the others, they could be anything (especially since Namco of Japan 
announced that they will be producing titles for the N64). Here is a rundown of what we learned. 


World Stadium Baseball 


Their biggest title of the first half, Soul Blade, is slated for a February 28th release, but 
before that, Namco will release Museum Volume 3 on February 12. Otherwise, you can look for 
Namco Museum Volume 4 and Rage Racer to be released in the first half of the year. We also 
got word that Namco is working on a 3D Xevious game with a simultaneous 2-player mode. The 
player's ships come equipped with 3 different weapons that can be powered up 4 times each. 


In other Namco news, World Stadium Baseball (World Stadium EX in Japan) is coming to the 
U.S. this spring. Although it has no MLB license, it is compatible with the NegCon controller, 
which will allow players to hit harder depending upon how hard they nail the buttons. Time Crisis, 
a light gun game whose Japanese counterpart will be released in March, will come with a 
special pack-in gun that couples with the video output for improved accuracy. The pedal (used in 
arcades to duck and dodge) will be replaced by a button on the gun. Time Crisis should debut on 


Soul Blade the consoles this summer. 


Concerning Namco's other anticipated title, Tekken 3, the information we have at this point is 
somewhat sketchy. Tekken 3 will be set twenty years in the future, and all the returning charac- 
ters (which, at this point, consists of Paul, Lei, Law, King, and Yoshimitsu) will show their age. 
For instance, Paul Phoenix has put on a couple of pounds and you can see it in his face. The 
only new character that we have any information on is Jin, who is the son of Kazuya and Jun from 
Tekken 2. That's right, the characters from Tekken 2 have spawned (literally) new characters. 
There may be even more Tekken 2 amalgams, but we don't know for sure. For more Tekken 3 
information make sure you check out GAMEINFORMER.COM as we will be updating as soon as 
we learn more. 


Namco's Dave Winstead gives a demonstration : 
of their newest fighter, Soul Blade. Tekken 3 


Time Crisis 

; ES" Namco's Light Gun splits into the video 
II output of the PlayStation so that it can 
match the on-screen image with the video 
signal coming out of the PlayStation, 
making it the most accurate light gun ever. 


Te 
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Sony Computer Entertainment America 
announced an exclusive multi-title publishing 
agreement with Square Co., Ltd. The deal gives 
Sony the full North American publishing 
and distribution rights to Square's 
PlayStation product line. 

As reported previously by Game 
Informer, the deal gives Sony the 
license to publish Square's highly 
anticipated RPG Final Fantasy VII 
as well as additional titles. The new 
publishing agreement was long in the 
works, and Sony's acquisition of the 
publishing rights to Tobal No. 1 gave 
many the inkling that some kind of 
deal was bound to happen. 

The Square demo disc that is 
included with Tobal No. 1 gives 
highlights of some of the first Square 
products that will be published in 
North America by Sony. As mentioned, Final 
Fantasy VII is the flagship title of this publishing 
deal, but Sony will also bring Bushido Blade, Final 
Fantasy Tactics, and SaGa Frontier to the North 
American players. 

Now that the question of “what” has been 
answered, the biggest question is “when.” With the 
release date of Final Fantasy VII extending by the 
week and many saying it won't appear in the U.S. 
until fall, the other titles may not hit the U.S. until 
next year. However, with the superior quality of 
products that Square produces, it may well be 
worth the wait. 


Final Fantasy Tactics 


Bushido Blade — 


SaGa Frontier 


| 
| 
| 
| 
[ 
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Here's the first shots of Origin's 
mammoth space combat/motion picture 
game Wing Commander IV for Sony 
PlayStation. The game is loaded to the 
hilt with FMV clips and will reportedly 
| come as a four CD-ROM set. Look for 
| Wing Commander IV in the next couple 
| of months. 
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Smithsonian Institution 
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Looking for codes on the web? Well, look no 
further than The Secrets of the Sega Sages. This 
code-intensive site offers gamers an easy way 
find all the tricks for the games they owi 


B 


p to Darth Vader as Dash 
R om in Shadows of the Empire? 


| What four human based fighting games 
feature a bear? (And don't even think 
about Brutal.) 


Ð Tobal No.1’s characters were designed by a 
famous Japanese artist. Who is he? 


J) Konami's RPG Suikoden made its debut in the 
states before the game's release. What was it 
first released as? 


What are the names of the four main characters 


and the evil bad guy in Star Fox? æ 
ø A 


(Answers on the bottom of page 21) 


Allen Ludden ` 


This Mindseape SNES product clucked its way down 
to the bargain bins almost instantly after hitting the 
retail shelves in 1991. What half-baked game is it? 


(Answer on the bottom of page 21) 
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Due to the success of Sega' s “3 Free” Maff Sega of EA? will bodd 
the promotion until March 15. The promotion Was 0 iginally intended to run through 
the end of December. 
Sega Saturn sales have more than quadrupled since the ‘prémotion was originated 
on November 18 of last year. The “3 Free” promotion gives purchasers of the 
Saturn Daytona USA, Virtua Cop, and Virtua Fighter 2 at no cost. Also offered ` 
in the deal are $5 and $15 off coupons for additional software DN These 
coupons are still only valid until the end of February. 
Sega of America will also be launching another promotion on February 15 that 
will offer three Saturn titles for the price of two. Buy any two games from a list of ten ` 
specific titles that include 8 first-party games and Eidos' Tomb Raider and Electronic 
Arts' Soviet Strike and Sega will send you a third one free. Contact your local 
retailer for more information. 


Primal Rage Comic 
Packs More Than Expected 


SIRUS Entertainment did a great job converting the monstrosities 
from Primal Rage, the video game, into their first comic series. 
While missing a plot, we found the comic to be entertaining simply 
because the beast is smarter than the human, and it's not often 
that someone would actually admit to it. Anyway, the real reason we 
paid $2.95 for this comic was because of what was at the very back 
of this issue. For the first time anywhere, Primal Rage 2 finally 
surfaced. No screens were shown, but five of the new characters 
were present. This game will be one hundred times different than 
the last, since all the characters are human avatars of their godly 
dino counterpart. Plus, the article stated that you will be able to 
morph from human to dino. Sounds interesting. 


Ec 


Spawn Delay Couldn't £e More Timely 


Originally intended for release this month, Spawn for the Sony PlayStation has been 
pushed back to June or even later. While this late breaking news will crush the heart of at 
least one Gl editor, this is actually good for both Sony 
(who is developing the game), and the whole world of 
Spawn. First, this isn't the only delay for the hell-bent 
| hero. The animated HBO series, which will be the first 
GS rated R cartoon on TV, has also been pushed from a 
| December release to June. Plus, and this 
may be the underlying factor, the theatrical 
motion picture Spawn is right on schedule for 
a June release. Hmmm...everything comes out in June. Coincidence? We think 
not! Be prepared for one hot summer, because Todd McFarlane's Spawn will 
be everywhere! 


A Twisted Rendition 


Hot on the heels of the enormously popular video game comes the first Twisted Metal 2 
comic book. Sony made a magnificent marketing move and released it to... well, that's the real 
question. We assume it's for sale, but we honestly do not know where you'll get it. In December, 
Game Informer had the chance to include this one shot comic into our magazine, but after 
further review we decided against it. Basically, this comic is about as good as any Marvel 
sidekick one shot; in other words, it's not very good at all. But if you do happen to find one, 
you may want to pick it up. It's rare, and maybe someday it will be worth about as much as a 
Tickle Me Elmo doll. 
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For those who feel their PS-X pack-in controller lacks punch, ALPS announces the 
release of their new Gamepad for the Sony PlayStation. Supposedly the first 
control pad designed "by gamers, for gamers," the ALPS Gamepad brags of 
new rubber grips, while extended handles seat the controller comfortably against 
the stomach. A sensitive directional pad and stylized shoulder buttons add to the 
controller's appeal. Featuring a hot industrial design and blue metallic flake paint all it 
needs is a hook to attach onto your utility belt. 


It’s hard to believe that Square has 
already announced this sequel, since the 
first one came out just a few months ago. 
Not much is known about Tobal 2, but as 
you can see from the screen shots, more 
special moves have been added, and sev- 
eral new characters (including a dinosaur). 
Also, the graphic effects in both the fighting 
and quest modes are being updated with 

more textures and light sourcing. 
We'll keep you informed on the 
progress of Tobal 2 as it comes 
closer to completion. Stay tuned. 


It appears that even with the Final Fantasy VII Project and a brand new sports line-up, 
Square just isn't busy enough. The latest project to leak from the Square Offices is a new 
feature film. 

AliasiWavefront, a subsidiary of Silicon Graphics, has leased its PowerAnimator 

Software to such projects as Crash Bandicoot and the box office hit movie Twister. 
Now, AliaslWavefront will be leasing its new and experimental software package, 
Maya, to Square. According to reliable sources, Square plans on combining its 
current expertise in video game development with CG film production in pioneering 
an innovative new form of interactive entertainment. Maya software will play an 
integral part in this project. 
Supposedly Square, a huge customer of Silicon Graphics, will have early access 
to Maya technology, with strong development support from AliaslWavefront. Square is 
currently constructin a new studio in Hawaii that is scheduled to 
open this April. The feature film will be produced there, as well as 
future video game projects. As for the title of the film, Square is not 
releasing any information. However, some members of the Gl 
staff are willing to bet it will be an adaptation of pu Fantasy VII. 
De Kerr, 
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The industry and the Sony 
PlayStation really needed a title like 
Resident Evil. Capcom brought 
mystery, suspense, and horror to a 
new level with this completely 
unique game. Resident Evil also 
featured two-games-in-one and 
classic character dialog. A true 
winner in every category. 


Honorable Mentions: 

e Crash Bandicoot by Naughty Dog 
* Twisted Metal 2 by Sony 

e Tekken 2 by Namco 


Sega Game Gear Game of the Year 


i n 7 
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Ever dream about having a hand-held 
version of Virtua Fighter to take with you 
anywhere? Well we have, and apparently 
Sega has too. Virtua Fighter Animation 
may not look like its arcade counterpart, 
but it certainly offers hours and hours of 
non-stop fighting action. 
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PC Game of the Year 


is nothing quite like a good strategy game, 
and C&C: Red Alert is the best. This two- 
disc set offers two-games-in-one as you 
can play through the game as the.good 


guys or the bad guys. Plus, this year's 
edition offers tons of new units, a skirmish 
mode where a player can take on up to 7. 
computer opponents, and a level editor for 
multi-player games. 


P 


* Quake by id 
* Duke Nukem 3D by GT Interactive 
* Master of Orion 2 by Microprose 


Nintendo Game Boy Game of the Year 


Around the office, we call this game Tetris 
Attack Jr., because its doesn't pack quite 
as much wallop as the full-scale SNES 
version, but one thing is for sure — this 
game is good enough to win Game Boy 
game of the year. Tetris Attack is addictive, 
fun, and its got three-games-in-one. 
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Sega Genesis Game of the Year 


The original Vectorman scored this award 
last year, and it only seems right that we 
give it to the V-Man again this year. 
(Especially in a year which saw new 
Genesis games become almost obsolete.) 
This action/platform game has proved 
once again that nobody can push the 
Genesis' graphics capabilities further than 
Sega and Blue Sky. A definite must for any 
Genesis owner. 


e Earthworm Jim 2 by PlayMates 
Entertainment 

* Ultimate Mortal Kombat 3 by Midway 
Home Entertainment 

e Triple Play Gold by EA Sports 


Super Nintendo Game of the Year 


This was a tough one, but after hours of 
arguing there was only one clear choice. 
Super Mario RPG has awesome computer 
generated graphics, tons of hidden items, 
and an ingenious RPG interface. And 
besides all that, this game is fun. If you 
haven't ventured into the wild world of the 
RPG, this is a great place to start. 

e Tetris Attack by Nintendo 

* Donkey Kong Country 3 by Nintendo 

e Lufia Il: Rise of the Sinistrials by Taito 


Overall Best Game of the Year 


e Í 


Arcade Game of the Year 


In a year that saw few innovative arcade 
games, Virtua Fighter 3 was an easy pick 
as the best of 1997. While the gameplay 
was only slightly improved, VF3's graphics 
are the cat's meow. This game's a definite 
quarter muncher. 

e Cruis'n World by Nintendo 

* Street Fighter Alpha 2 by Capcom 
* Alpine Surfer by Namco 


It doesn't take a rocket scientist to figure this one 
out. Mario 64 was the most innovative title of the 
year. It introduced gamers to an immense gaming 
world that offered amazing graphics, rock-solid 
play control, tons of hidden items, and most 
importantly, a unique feeling of wonder that can 
only be understood by wandering the halls of 


] 


Princess Toadstool's castle yourself. 


Nintendo 64 Game of the Year 
As we've said before, Mario 64 is simply 
fantastic. Gorgeous graphics, ambient 
sound effects, and a plumber in a 
goofy outfit is all we need to say. 


Honorable Mentions: 

e Wave Race 64 by Nintendo 

e Star Wars: Shadows of the 
Empire by LucasArts 

e PilotWings 64 by Nintendo 
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Sega Saturn Game of the Year 
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Graphically, the Sega Saturn hadn't 
seen anything quite like Panzer 
Dragoon 2 Zwei before. Crisp 
animation and sweet special 
effects pushed this title to the 
Saturn's limits, and more games 
like this could very well put 
the Saturn on top. Sega did a 
remarkable job of making this sequel 
feel like an epic adventure by placing the character 
in a rich gaming environment that delivered punch 
after punch in the action/shooter genre. 


Honorable Mentions: 

e NiGHTS by Sega 

e Dragon Force by Sega 

e Worldwide Soccer ‘97 by Sega 
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GI Feature 


Best Playability 
å in a Video Game 
Á Super Marlo 64 by Nintendo 
for the Nintendo 64 

While analog joysticks have been 
around longer than console gaming, 
the Nintendo 64 has brought this gaming 
mainstay into fashion and they did it all with 
Mario 64. This monster game offers hours 


Ta 
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STYLE AWARDS 


Best Action/Adventure Game of the Year 


of gameplay and features the incredibly Super Marlo 64 by Nintendo for the 
smooth control of an Italian plumber. Best Fighting Game of the Year Nintendo 64 
Honorable Mentions: Take unreal play control, mix in gigantic 
* Wave Race 64 by Nintendo Tekken 2 by Namco terrains, and add 120 stars and this 
for the Nintendo 64 for the Son PlavStation game will have you seeing Mario in your 
* WipEout XL by Psygnosis y See y r sleep. Did we mention that we found all 
for the Sony PlayStation There may be millions of people who disagree 120 stars? 
with us on this one, but all we can say is: Honorable Mentions: 
go nae you’re wrong. Tekken 2 is the best...no contest. * Tomb Raider by Eidos Interactive for 
Shadows of the Empire by It was the first game to feature an in-game the Sony PlayStation and Sega Saturn 
: Á Á * Legend of Oasis by Sega for the 
LucasArts for the Nintendo 64 trainer, it has 26 different characters and Saga Satin 
Ahhhh...there is nothing quite like the intuitive play control. * Resident Evil by Capcom for the. 


Imperial March. As far as games or movies 
&o, the Star Wars soundtrack is one of the 
most recognizable in the world. But to get to 
play while John William’s classic thunder 
rings out is a religious experience all its own. 


Sony PlayStation 


Honorable Mentions: 

e Street Fighter Alpha 2 by 
Capcom for the Sony 
PlayStation, SNES, and 
Sega Saturn 

* Mortal Kombat Trilogy by 
Midway Home 
Entertainment for the 

We've said it before and we'll say it Nintendo 64 and Sony 
again, Super Mario 64 is the first game to PlayStation 

give gamers a chance to explore a true 3D e Tobal No. 1 by Square 

world. From sliding down huge mountains to Soft for the S 

snow boarding on a turtle, Super Mario 64 ott tor the sony 

is a game like no other. PlayStation 

Honorable Mentions: 

* Tomb Raider by Eidos Interactive for 
the Sega Saturn and Sony PlayStation 

* Resident Evil by Capcom 
for the Sony PlayStation 

* Tobal No.1 by Square Soft 
for the Sony PlayStation 


Best New Concept 

in a Video Game 

Super Marlo 64 by Nintendo for 
€ the Nintendo 64 


Best Role-Playing Game of the Year 
Super Marlo RPG by Nintendo for the Best Action/Platform Game of the Year 
Super Nintendo Crash Bandicoot by Naughty Dog 


When it came time for us to pick for the Sony PlayStation 


the RPG of the year, we realized Crash Bandicoot is hands down the best 
how disappointing this year was action/platform game of ‘96. It not only 
for RPGs. So after laughing combined three dimensional gameplay 
about Beyond the Beyond, with the traditional 2D basis, but it also ` 
and considering Suikoden or took the PS-X to new heights by being her- 
Lufia Il, we decided that Super Mario alded as Sony's first and only mascot for 
RPG was easily the most entertaining. the machine. 


Honorable Mentions: 

* Donkey Kong Country 3 by Nintendo 
for the Super Nintendo 

* Vectorman 2 by Sega for the 
Sega Genesis 


wA Best Developer 

of the Year 

SingleTrac 

Two years ago, SingleTrac 

came out of nowhere and 

released two amazing games: WarHawk and 

Twisted Metal. We thought it must have 

been a fluke, because nobody, other than 

Nintendo, puts out great games each and 

every time. Well apparently it was no fluke, 

because they did it again this year with 

Twisted Metal 2 and Jet Moto. The only thing 

left to say is “Where’s War Hawk 2?” 

Honorable Mention: 

* Working Designs for their outstanding 
work on the Sega Saturn (Dragon Force, 
Iron Storm, Shining Wisdom). 


Best Strategy Game 
of the Year 
Dragon Force by Working 


Designs for the Sega Saturn 


Working Designs has done it once 
again with their newest Saturn strategy 
game, Dragon Force. It features eight 
different kings in a battle to reunite the 
land by capturing the enemy's generals 
and persuading them to fight for your 
cause. With eight different endings and 
huge battle sequences, Dragon Force 
will have any strategy nut glued to 
their Saturn for weeks. 


Best Video Game Accessory 
Sega Net Link by Sega for 
the Sega Satum 
Catch a wave and you're surfin’ all 
over the world. While the absence of 
a cache is rather lame (and makes for 
slow surfing), the NetLink is still impressive. 
An inexpensive way to hitch a ride on the 
information super-highway. 
Honorable Mentlon: 
* Sega Analog Controller by Sega 
for the Sega Saturn i 
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Best First-Person Perspective Game 
Disruptor by Universal 


for the Sony PlayStation 

Disruptor took the classic first-person game 
and added a number of new dimensions, 
including Psionic spells, massive objective- 
intensive levels, and gorgeous graphics. 


Best Racing Game of the Year 
WipEout XL by Psygnosis 

for the Sony PlayStation 

The competition was very tough in this 
category, but Wipeout XL takes the crown 
by offering an edge-of-your-seat racing 
experience. The almost nauseating first- 
person view coupled with phenomenal 
graphic effects and ambient sounds give 
this game the gold. 


Honorable Mentions: 

e Wave Race 64 by Nintendo 
for the Nintendo 64 

e Formula One Racing by Psygnosis 
for the Sony PlayStation 

e Ridge Racer Revolution by Namco 
for the Sony PlayStation 


Honorable Mention: 

* Powerslave by PlayMates 
Entertainment for the 
Sega Saturn 


Best Graphics in a Video Game 
Wave Race 64 by Nintendo 
for the Nintendo 64 


The waves alone in Wave Race 64 are enough to make 
you want to give this game the Best Graphics award, but 
fortunately it doesn’t stop there. This game features 
tons of texture maps, excellent lighting, transparen- 
cy, and gorgeous weather effects. Hands down, 

the most visually impressive game on any home 

system, including the PC. 


Best Puzzle Game of the Year 
Tetris Attack by Nintendo for the Super 
Nintendo and Nintendo Game Boy 

If you haven't played this game yet, then 
you’d better get off your butt and buy it, 
because this is the best puzzle game ever. 
It's a perfect mix of action and strategy, 
plus the 2-player game is...ohhhhh so nice! 


Honorable Mentions: 

e Super Mario 64 by Nintendo for the 
Nintendo 64 

e Crash Bandicoot by Naughty Dog for 
the Sony PlayStation 

e WipEout XL by Psygnosis 
for the Sony 
PlayStation 


Worst Game of the Year 
Time Killers by T*HQ 


for the Sega Genesis 

We have no idea why T*HQ released this 
horrible game, but they went out and did it 
anyway. Maybe they did it so they could 
win an award, but either way, Time Killers is 
a real stinker. As a matter of fact, all these 
games are so bad that they might just be 
worth renting so you and a bunch of your 
friends can sit around and laugh at them. 
Flushhhhhh! 


Honorable Mentions: 

* Floating Runner by T*HQ for the 
Sony PlayStation 

e X-O Manowar/lron Man: In Heavy Metal by 
Acclaim Entertainment for the Sega Saturn 
and Sony PlayStation 

e X-Perts by Sega for the Sega Genesis 


Best New Character in a Video 
Lara Croft from Tomb Ralder 
by Eldos Interactive 

What else can we say? She is a perfect 
mix of beauty and grace. Well, that...and 
she wears a magnum on each hip. 


Honorable Mentions: 

e Crash Bandicoot in his first self-titled 
adventure by Naughty Dog 

e Barry from Resident Evil by Capcom 
"Barry... Where's Barry?" 

* Axel from Twisted Metal 2 by Sony 
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Best Sports Game of the Year 
M Game Day '97 by Sony 
á for the Sony PlayStatlon 

If you're going to judge sports games 
by innovative additions that take players 
to the next level of play, this game is the 
pinnacle of ingenuity. GameDay's creative 
play control features and challenging 
computer Al have set the standard for all 
sports games. After playing GameDay '97, 
we are no longer satisfied with 16-bit play 
control coupled with updated graphics. 


Best Hockey Game of the Year 
NHL '97 by EA Sports 

for the Sony PlayStation and 
Sega Satum 

This was a tough pick. Although 
NHL's competition may have introduced 
incredible graphics and innovative play 
control, NHL '97 mixes smooth and realistic 
animation with the bone-crushing action 
of hockey. 


Best Football Game of the Year 

NFL GameDay ‘97 by Sony 

for the Sony PlayStation 
The Total Control Passing feature 
alone gives the nod to Sony's newest foot- 
ball game. The incredible amount of game 
control also stands out. 


Best Soccer Game of the Year 
~ @ — Worldwide Soccer ‘97 by Sega 
Se å for the Sega Satum 
` d When it comes to the world's 
greatest pastime, video games 
have got this market covered. More soccer 
games come out each year than do titles for 
any other sport, but only a few capture the 
spirit of the game like Worldwide Soccer '97. 
All the animation and moves in this game 
bring soccer to life with an easy to use 
control interface. 


Best Baseball 
Game of the Year 
Triple Play ‘97 by EA Sports 
for the Sony PlayStation 
Although we can't forgive EA for 


taking out the spitting and scratching 
moves that are present in the 16-bit games, 
we applaud them for providing us with a 
baseball game that is filled with baseball 
jargon, quick gameplay, and slicing shots to 
the gap. 


Best Basketball 

Game of the Year 

NBA Shoot Out by Sony 
for the Sony PlayStation 

Out of all the awards, this one was 

the most difficult to determine. Simply 
because almost all of the basketball games 
available are missing one or two key 
elements. Not one company has been able 
to put together a complete game, but we 
had to choose a winner. In the end, Shoot 
Out was the winner. While it does suffer 
because it only has the '95 — '96 rosters, it 
was the most entertaining basketball title 
available last year. 


| www.gameinformer.com EJ 


Game Informer a February ‘97 


Game Informer s February '97 


THE GAME THAT DEFINES A GENRE 
INVADES THE NEWEST PLATFORM 


m Size: 64 Megabit 
m Style: 1-Player First-Person Action 
m Special Features: Newly Designed Weapons and Monsters, 
30 New Nintendo Only Levels, Customizable Control, Memory Pak & 
Password Save, Ambient Soundtrack 
m Created by: id Software & Midway Home Entertainment 
m Available: March 30 for Nintendo 64 


In recent years, the idea of including ‘Doom on a video 
game console has been as likely as Ford putting a steering 
wheel into a car. The game that has been a boon to gaming 


networks, manufacturers, and the pocket linings of its 


-~ creators is invading yet another platform. You could see it 
7 coming from miles away. The SNES, Jaguar, Saturn, 
= PlayStation, and 32X all have “Doom, so whats next? 
Obviously, the Nintendo 64. 

Midway Home “Entertainments ‘Doom 64 development 


team, some of the same guys responsible for their two PS-X 
« versions, went back to the drawing board for the N64 
«Doom and redesigned every aspect of the game. Newly 
drawn, yet familiar enemies such as the fire-ball chucking 
Imps give this version a very distinctive look. What also 
makes this version unlike any other Doom game are the 30 
“Nog Only" levels. Taking advantage of the Ne4' 
graphic capabilities, Midway presents a Doom with ` 
unprecedented clarity. Sound effects have also been re- 
mastered and an entirely new soundtrack (that includes at 
least 20 full length songs) will add an eerie ambiance to the 
quest. About the only thing from the other Doom games that ` 
remains intact is the play control. Midway obviously wanted 


to keep the Doom “feel,” but through fully customizable con- 
trols the game allows players to completely exploit the analog 
and digital directional. 

Yes, ‘Doom will soon be a standard option on another 
platform, but it could be the best version yet. It is scheduled ` 
to premiere on the Nintendo 64 on March 30. Stay tuned ~ 
for the bottom line. 
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That Done Blowed Up Real Good! 


64 Megabit 
:1- T Dos 


e 35: Jolt Pack Compatible, 8 Vehicles to Choose 
` From m Including 5 Different Bulldozers and 3 Kinds of Robots 
9y: RARE for Nintendo 
: First Half of 1997 for Nintendo 64 


Rare has made some spectacular games 
during their lifetime, but nothing as weird as 
this. The objective in Blast Corps is to 
destroy anything and everything that gets in 
the path of a tractor-trailer carrying a 
nuclear bomb. One mistake, and the word 
"ARMAGEDDON" will become more than a 
part of your vocabulary. To carry out your 
mission you will get to control eight different 
harbingers of destruction, including 5 
heavy-duty vehicles and 3 robots. 

To round out the experience, the player 
can add the new Nintendo jolting pack to 
feel each and every explosion as he/she 
blasts through the levels. Ready to join the 
wrecking crew? Then put on your hard-hat 
and watch for Blast Corps to hit the N64 
sometime this summer. 
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: 2: 64 Megabit 

i to 4- DU 2-on-2 Basketball 

| i| Fe : Create Player, Secret Moves, Hidden Codes, 
pon "On Fire" eie Full NBA License 
Ps i Jordan and Sir Charles), Double Dunks 

by: Williams for Midway Home Entertainment 

r Now for Nintendo 64 


IT PROBABLY ALL STARTED WITH THE VENERABLE DR. J. ONCE A GAME 
EQUATED WITH MIDWEST FARM TOWNS AND CATHOLIC ACADEMIES, 
BASKETBALL BECAME A HIGH FLYING, SPECTACULAR, RIP ‘EM UP DISPLAY OF 
ARTISTIC OFFENSE. AFTER DR. J, IT BECAME THE STORY OF MAGIC AND BIRD. 
TODAY, THE STARS IN FLIGHT ARE JORDAN, KEMP, SHAQ, GARNETT, AND 
EWING. IT'S A GAME FOR THE BIG BOYS, AND IF YOU WANT TO HANG WITH 
THEM, THEN NBA HANGTIME FOR THE N64 IS A PLACE YOU'LL SURELY BE. 

CAPITALIZING ON THEIR FAMOUS ARCADE TITLE, MIDWAY PORTED THIS 
TITLE TO THE SNES AND GENESIS. NOW, THEIR BIGGEST AND BEST VERSION OF 
HANGTIME HAS LANDED ON THE N64. THOUGH CLOSELY RESEMBLING ITS MANY 
RELATIVES, THE 64-BIT TITLE IS A VISUAL MASTERPIECE. THE CHARACTERS ARE 
HUGE AS THEY LEAP AND BOUND, FLIPPING AND ROLLING IN TARZAN- 
LIKE ESCAPADES. BY NO MEANS SHOULD BASKETBALL FANS CONFUSE 
THIS TITLE WITH A SIMULATION. IT'S AN ARCADE TITLE, AND THAT'S ITS 
BIGGEST STRENGTH. 


a Å 


only cure for stress. Anyway, | d Sound: 
` couldn't get. KS of the. 16-bit 
il 


^ 8.5 NBA Jam 
"à uu attributes, Gi OCT | 
Entertainment 8. n | found it somewhat difficult to play. 
. defense, especially when the CH 


g - - versions had way too much loading 
Entertainment: 8.25 time. Now, Hang Dome is the bes Entertainment: 8.75 a large»contribution to. the game's 
version yet. In fact, Id have to s 


ONE TO FOUR PLAYERS COMPETE IN A GAME OF TWO-ON-TWO. DEFENSE IS 
AS IMPORTANT AS OFFENSE, AND WITH CPU ASSISTANCE, GAMES ARE ALWAYS 
CLOSE AND EXCITING. THE CREATE PLAYER OPTION ALLOWS THE STORAGE OF 
CHARACTERS THAT CAN BE ACCESSED THROUGH PIN NUMBERS. AFTER A 
SERIES OF WINS, THE CREATED PLAYER RECEIVES MORE UPGRADE CREDITS. 
DEMON MONSTER HEADS AND REGULAR-GUY SCHMOES CAN ALL BE CHOSEN. 
THERE'S EUEN A SECRET CODE ENTRY BOX AT THE START SCREEN (LOOK FOR 
CODES IN THIS MONTH'S SECRET ACCESS). SUBSTITUTIONS ARE ALLOWED AT 
HALF TIME. 

MIDWAY HAS KEPT THE FEARED “ON FIRE" CAPABILITIES OF PLAYERS, 
EXCEPT THIS TIME, IT'S HARDER FOR THE OPPOSITION TO EXTINGUISH THEM. 
MAKE A SERIES OF BASKETS IN A ROW AND THE PLAYER WILL LEAVE A TRAIL 
OF FLAMES, AND EVERY SHOT IS MONEY IN THE BANK. ONCE YOU GET THE 
HANG OF THE GAME, MAKE A SERIES OF SBEGTACULAR DUNKS TO ACHIEVE 
“TEAM FIRE.” AFTER THIS, IT'S GO 
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„ “The m -on-tivo basketba I concept, 
` has been beaten into the ground by 
85 5 NBA Jam. Although this is basically 
the same game by the-same minds, 
85 ‘HangTime really adds some nice 
features to freshen up the OG 
9 horse. The. updated" rosters with. 
. rookies and the player creator Make ` 


umping je jack 
but the 32-bit Playabilty: 


entertainment. The translation from 


assistance is on. Once someone's 
on fire, you. mayas. well pack yo 


bags and head home. Loee this title ` 
appealing to non-basketball fans as. ` 


well as' NBA junkies. The ability to 


create and improve players rounds 


out this enjoyable title.” 


. «this is the best arcade port for the: 
. N64 to date. The sound is crystal f 
"clear and the graphics look really! 


sharp. The new- create, player" 
feature is the icing on the cake, This _ 
is the most entertaining N64.sports 
title around that. delivers non-stop e 
NBA thrills and spills." 


the arcade seems to be very true to" "i 
form. with excellent effects, sound, 
and fast game play» Although I 


- prefer more simulation. in my 


basketball games, there is plenty to 
enjoy in HangTime. A worthy game 
for any fan of basketball" 


awe Size: 1 CD-ROM 

: : a Style: 1 or 2-Player Basketball (Up to 

n m 8-Player Via Sony Multi-Tap) 

m Special Features: Icon Passing, 

Create and Trade Player, Special 

` Dribbles and Plays, All-Star Game, 

7 Team Strategy, 3 Ditficulty Levels, 
Call For Cutter, Stats Tracking 

u Created by: Sony Computer 
Entertainment America (SCEA) 

a Available: Late February/Early 

March '97 for Sony PlayStation 


UONEISAKEId 


A few months ago, Sony introduced the 
world to icon passing. Their NHL Face Off 
*97 was a breath of fresh air in terms of play 
control and passing. Sony's next step was 
to add this feature to their popular NBA 
title, NBA Shoot Out. But this year's update 
includes more than just improved passing. 

The characters are still polygonal, but 
one of the biggest complaints concerning 
last year's version was the indiscernible 
mass of players below the net. This year, 
Sony has cleaned up that mess, fine tuning 
the collision for realistic offensive drives. 
Going to the hole is still challenging, and 
rebounding is actually determined as much 
by skill as by luck. Players can now call for 
a cutter while dribbling between their legs 
or behind their back. New dunks include the 
tomahawk jam, windmill, and the alley-oop. 

Another key feature is the coaching 
menu. Depending upon the game situation 
and individual opponents, you can coach 
your players into a half or full court press, 
crash the boards, or a user selected double 
team. A full NBA season can be played with 
an All-Star game and player awards. Shoot 
Out ‘97 also includes programmed NBA 
plays such as the box, inside triangle, hi-lo 
post, and the three point play. 

Undeniably, the strength of NBA Shoot 
Out '97 will be found in its use of icon 
passing. As the ball carrier, hold down the 
L2 shoulder button and players will appear 
with icons below them. Press that icon to 
pass the ball to them, then depending upon 
the next button pushed, the receiver will 
turn and shoot, pass back, or pass to 
another player. This method goes a long 
way towards opening the full width of the 
court, while eliminating the “pass to closest 
player" style of most other basketball 
games. Look for NBA Shoot Out ‘97 to make 
its appearance in late February or early 
March. 
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THE GAME 

It opens on the mysterious Isla Sorna. 
InGen must have been getting their eggs 
from somewhere, but where? It's here, upon this forgotten 
island off the coast of Costa Rica. As dinosaurs begin washing up 
on the mainland, people begin to ask questions. It's your 
job to explore this island and find out the deadly secrets 
within its jungles. However, this will be done in many 
different ways. 

DreamWorks Interactive, the newest cog in Spielberg and company's entertainment 
empire, is now working on the sequel to Jurassic Park. For the first time, gamers will be 
placed within the world of the dinosaurs that inhabit Isla Sorna. Starting as the small 
“Compy,” the game will progress through a series of character assimilations. At the end 
of each level, the player will take on a new form. This will occur after an encounter with 
that form. In other words, after you battle the T-Rex, you will become the T-Rex. The 


SOMETHING HAS SURVIVED... 
CAN YOU? 


game is exploratory by nature, and players will 
if encounter other humans throughout the island. 
~ Although upon a fixed track, this track will have countless 
` branchings and hidden areas. 

By incorporating five different characters and sce- 
narios, the goal is to put players within the world of 
the dinosaur. As a small Compy, you'll spend most of 
your time avoiding the stomping feet of giant Brontos, 
while as the T-Rex or the Raptor, you'll be stomping and eating those same Compys you 
once were. The two human characters are a Human Hunter (taken straight from the old 
Safari archetypes) and of course, the famous Sarah Harding. Sarah’s level is the last level 


_ of the game and her quest is to get off the island as quickly as possible. If you successful- 


ly get off the island, the game will culminate in San Diego, but DreamWorks isn't 
releasing any info on this climax just yet. 


m Size; 1 CD-ROM 

m Style: 1-Player 3D Action/Platform 

w Special Features: Play as Five Different 
Characters (Human and Dino), 3 Difficulty ` 
Levels, Eat Slain Dinos For Health, Over 
Twenty Species of Dino Enemies, Twenty- 
Four Environments, No Motion Capture (All 
Hand Animated), Story Line That Closely 
Follows the Movie 

m Created by: DreamWorks Interactive 

m Available: June for Sony PlayStation 
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Recently, Game Informer had a chance to visit 
DreamWorks Interactive and meet with the development 
team. Here's what Producer Patrick Gilmore has to say 
about the concepts behind Jurassic Park; The Lost World. 
For those unfamiliar with DreamWorks Interactive, it’s a 
joint venture between Microsoft Corp. and DreamWorks 
SKG (the mammoth entertainment company formed by 
Spielberg, Geffen and Katzenberg). 


How did you go about answering the question of how 
hard the game was going to be? 


We're less interested in making players do more of the 
same thing over and over again, the old “now you must 
kill four dinosaurs instead of three.” Instead, we make it 
so now suddenly you're a hunter, while you were a 
dinosaur minutes before. It’s an interesting way of 
addressing difficulty, constantly presenting a new and 
diverse set of challenges. 


And you carried this concept over to the problems of 
character control? 


One thing we really focused on, the most important part 
of the game, is that players should be able to do what 
they want to do. Instead of just jumping, players should 
be able to crouch and attack, crouch jump and attack, 
jump, then crouch and withdraw. And players can do all 
that. Also, in terms of control, players will always know 
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why they died. There's nothing more frustrating than not 
knowing what happened to your controls, therefore 
everything is very straightforward, very fluid. 


Are there any puzzles? 


No, there is none of that. Initially, the designers were 
coming up with all these neat tasks like stacking boxes. 
But | decided the game was going to focus on what it 
was like to be a dinosaur, or a human, upon this island. 
lm always asking the designers, "Would a dinosaur do 
this?" If the answer is no, then it doesn’t go into the 
game. It’s organic in the sense that everything flows 
together into the concept of a living, evolving plot. You 
actually are these characters. 


How about the character animations? What did you use 
as a basis for their movement? 4 


We decided nof to use any motion capture; everything is 
done by hand. The motion capture just wasn't fast 
enough. Doing everything by hand allows us to make — 
the chase sequences incredibly fast and furious, without 
experiencing any of the polygon pop or slow-down 
normally associated with motion capture. Also, one of ` 
the most important things graphically is the dinosaurs. 
Using everything from photos to specials on the 
Discovery Channel, we've found that most dinosaurs 
have a modern day counterpart, such as an elephant. 
This made the mimicking of their movements 

much easier. 


Jurassic Park: The Lost World is indeed a stunning 
graphical adventure. The dinosaur animations are some 
of the most impressive we've ever seen. You can actually 
watch their bones move beneath the skin. DreamWorks 
hopes the impending success of their newest game will 
bolster an already aggressive move into console gaming. 
With current plans to produce up to three games d year, 
DreamWorks interactive just may be to video games 
what DreamWorks Studios SKG is to the film industry. 
Look for Jurassic Park: The Lost World, coming this June 
for the Sony PlayStation. 
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J remlin Interactive had found their niche in six characters to choose from, and each is 
success with the Loaded franchise. Never before on packed with an exciting intro and ending 
a high-end system had there been a title that had FMV sequence. Plus, the level objectives 
taken gore to such extremes. We all had our favorite are structured differently. You won't always have to 
Loaded moments, whether it was the popping of find keys to successfully locate the end of the level; 
human flesh or the stain of life smeared on the rather on some levels, youll be thrown into a 
ground. We easily comprehend the violence that was searing desert where you'll have to locate a 
suggested here, and to much approval Interplay comrade, or you might find yourself ina  . 
Productions has now given Gremlin another chance hangar taking on a flying saucer. 
to stain the Sony PlayStation red. Once again, all the characters have ` 
All the sabotage, mayhem, and blood curdling different attacks and specials, and most 
screams are back d better than ever in this highly notably a unique appearance. Its another day, and 
anticipated sequel — Re-Loaded. Graphically and another sequel for the PS-X, and if you dig the 
concept wise, don't expect to be blown away. The first offering we're sure you'll find this one 
changes are " noteworthy. You. now have ey also. 


du THE GAME Horeke 


Concept: 7 What happened? | thought the 
g sequels were supposed to be better | 
Graphics: 7 than the original!! Unfortunately, Re- 
Loaded is proof that this is no 

Sound: 6.5 always the case. While it did 


manage to keep all the cool lighting 

Playability: 5 effects that the first game offered, 

mt i the animation is worse. The 
Style E 2. m atric / "^ Sr — Entertainment: 4 characters don't even have an! 


um wem yab ters | | Le M animation for walking while shoot- 


OVERALL: ing. Instead the player just slides |. 
across the screen Disappointing...to | 
G the say the least. Luckily, there are a | 


couple of good things about this 
game. There is a lot to keep you | 
busy and the level missions are pret- 
ty funny but this game is| 
definitely a rent before you buy" 


Í Sok THE GREEDY GAMER 
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: "This title has been greatly over- : "| love action games. [re running | 
Cencept; bd hyped to begin with. But, we have to aui á through levels and killing things and 
ics: face the fact that Loaded brought an ics: 95 taking out turrets and finding hidden | 
vat Eeer EE tee BOR hea, Then why dont | like Re Å 
Sound: 8.25 all found fairly interesting and amus- ` Sound: 5 Loaded? Because its RE. Its a | 
ing. That was then, and this is now. REhash of the first game, and it's 
Playability: 6.5 The title ‘Re-Loaded’ says it all. Å Playability: 7.75 REally pretty lame. The graphics 
Loaded had its day and it's been are poor, and the level designs are ` 
| Entertainment: ` 4 over for a long time. This game fea- | Entertainment: 6.75 repetitive and boring. I'll probably | 
tures the same gameplay engine as | play this soundtrack while I'm trying 
OVERALL: the first with a few advancements in Å OVERALL: to fall asleep. The mission briefings 
enemy and background interaction. add a nice touch, and the different 
n 5 The missions are not as bound as 6 75 things to collect offer some appeal. 
they once were, and at times, you'll Å E But it's been done so many times, 
find yourself walking around doing and in such better ways, that as far 
nothing. It's a decent game, but far | as action games are concerned, | 
less than this second generation think I'll stick with Project Overkill.” 
sequel should have been.” 
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our scrapes and wounds from the first ¥ 
Resident Evil adventure have finally healed, 
and you know that Raccoon City and the world «I 
are safe because of your valiant crusade. For now, 
you can relax, but this summer Capcom is 
going to tear off your toasty brown scabs, 4f 
and let the blood run again! As Capcom 
has done in the past with Street Fighter 
and Mega Man, you can expect to 
return to Raccoon City over and N 
over again. Strap on those Magnums N« 
kid, and gather your soul, because it's 
time to dive back into the world of 
survival horror in Resident Evil 2. 
Resident Evil 2 is in all actuality a true 
sequel which brings the action back to Raccoon 
City; however, this time around things are going 
to be alot different. From the gameplay footage 
we've seen and the info Capcom has given out, 
it seems that you may not be stuck to the 


confines of one building and its backyard. 
While this is just speculation, we believe that 
you will have freedom to explore more than 
one environment. So basically, you may find 

yourself exploring a mishap in a police 

station, and then moving to the local gas | 
station to handle a disturbance. 
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This may be disappointing to some, but 
Chris and Jill have the day off for this 
adventure. Thus, you will now be able to play 
two separate games again as Leon 
Scott Kennedy, who is a cop on his ; 
first assignment, and Elza Walker, a 
daredevil motorcyclist who / 
needs to do stunts to pay for = 
her outstanding college í 
tuition fees. Like we said, RE2 N 
again features two-games-in-one 
and for those of you who love it, the N 
gameplay hasn't changed much. 

Capcom has brought back the | 
beautiful painted scenery and added 
several animations to it. Therefore, 
you may see a spinning fan cooling a 
room, or swinging shutters on a| 
house. As far as character animation | 
goes, Capcom said that it will be a lot 
easier to control the characters. Of 
course, expect to see more enemies, 
more death scenes, harder puzzles, 
and more weapons. 

While this title has hit a major } 
delay and has been pushed back to 
sometime this summer, we expect that 
Capcom will make the wait well worth 
it. Resident Evil alone sold over 1.5 
million units and we're sure some of 
those million and a half gamers 
would wait 'til the end of 
eternity to play RE2. 


Game Informer 


view 


rom this day forth shall rage the debate, “Is Rage Racer 

Namco’s sequel to Ridge Racer Revolution or is it a fresh 

start in Namco’s racing evolution?” Certainly, there are 

many similarities between the two games. For instance, this game 

also features one track that mutates itself into different variations, 

each reversible. There’s also the now-classic Ridge Racer graphics, 

familiar red arrowed walls and breakneck speeds. There’s even the 

same pace of the leader car, forever one screw-up beyond reach. But 

don’t let all this fool you. Rage Racer is certainly Namco’s brand 
new racer, a new tradition unto itself. 

There is a science to Rage Racer, a careful study of the gears 

and their ranges. The powerslide has been kept in theory, but not in 

practice. Activated this time off the accelerator, the slide inevitably 
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esign your own logo a and paint 


hurts the acceleration curve in the turns. For this reason, technical i With the Super Car 

mM MN Yi i de 
downshifting is the recommended technique for racing. Also, there T/MELMEhis hill should be conquefed 
Tep Lec 
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are so many uphill runs that it’s necessary to race a manual 
transmission, constantly shifting, scraping for those two or three 
extra miles per hour to boost for a pass. 

There are three circuit tracks and one oval track available in 
most of the eleven classes (counting forwards and backwards). You'll 
have three continues to place third or better on each track in its 
respective class. Trophies are only awarded for placing first on all 
four tracks, and the only way to win the entire game is to get a 
trophy in each of the eleven classes. The oval track requires a special 
car with poor handling but great top end speed to keep up with the 
pack. By placing third or better on any course you'll be rewarded 
with credits that you can put towards new cars and upgrades. 
Needless to say, you'll need to repeat races in order to fatten your 
purse to be able to afford the upgrades, or cars that are needed to pass 
each class. Passing each class will unlock new cars and upgrades that 
will eventually unlock the class 6 Super Cars. Here, you'll first have 
to purchase one of three new Super Cars, then race four other Super 
Cars through four races. Don't count on using fast cars to beat the 
slow classes, the game won't let you. 

Once again, Namco has coupled the feeling of speed and 
power in creating another one-of-a-kind racer. Although now 
available in Japan, U.S. consumers will have to wait up to six months 
before seeing Rage Racer. Namco is wary of releasing a game to our 
shores so close on the tails of Ridge Racer Revolution. Because of 


this, Rage Racer is reflective of both Namco's growth as a rA tile oval, you typically wor’ LI see të 
multinational company, and its evolution as a game maker. “second place car until late in there. 
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8 far as raci g ÍS concerned” the. 
Ridge Racer series is my favorite. It) |" 
mixes amazing speeds with insane | | Graphics: 
Seal-of-your-pants power slides to | . 
fantastic game. Rage 
P a new twist d 


‘stranger, who then threw out all 
your old stuff, and painted the whole 
8.75 place mauve. That's «how I feel 
when I play Rage Racer. What was 

8. 5 once the premier game in terms of 
play contro! and feather touch | 
tertainment: 7.9 racing, now plays more like Andretti 
and Ef. What happened to the 
power slide? Having to purchase ` 
and upgrade cars is pretty boring, ` 
and its tame to have to repeat races. 
on the oval and other tracks: Tl 
definitely stick with tub». — d 
- Revolution.” 


9,5 create-à truly 


acer, ho eve 


Namco pt the old engine and a 
_ 7 to make it more realistic by taking 
| met emphasis off of the Ce? Slide 


n pos Å 

upgradeable cars, but it certainly I isnt 
enough to save this game, Id rather 
play Ridge Racer Revolution" 


0901811 


Ne 


in fourth gear, not third. ^ 


icture how. youd feel T your | 


TIME LIMIT 
8'43" 
gear likes thi 


Concept: 
Graphics: j 
Sound: 
Playa 


> Tue Borrou Line 8,25 | 


NR ma ao 


XLy-seven in thigg 


S the turn of déáth. 


is is the Age Victoiré à 
4o enter its fat wes, 


PAUL, THE PRO PROFESSOR 


9.25 | can hardly call this. a sequel 
“> because the play control is much 
95 different from Ridge Racer. The slide. 
used to be king, but the driving P 

g now simplified. Holding-down the 

- throttle the entire time and braking 

8.75 when appropriate is.a good strategy. 
l really didn't! appreciate -the 


Entertainment: . 9 graphics until I popped in RAR. 


Rage makes the others look like 


K OVERALL: `“ «cartoons. Initially the play control 


may be frustrating to veterans of the 
other Namco racers; but with the car 
upgrades, Solid play control and 
impressive graphics, yeu cant Lig 
but enjoy it." 
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Rå : 
ultiplayer a and plays didnt 
"Work on the computer. The Al is tough 
yself turning it down for 
gained a little 


REINER, THE RAGING GAMER 


inscore this years version 
‘because it has a few bugs 
took some of the fun out of 
game for me. Im a stat freak and I 
vë Creating my own player and 
acking him and his accomplishments 
roughout a complete season. Well, 
GameDay '97 allowed me to create a 
layer, but the stats are always 
- screwed up, and way off the mark. 
Otherwise, | think this is the best 
pigskin title to date. The Total Control 
Passing and extra offensive special 
-moves really enhanced video game 
football to the next level. Ever 


JON, THE GnEEDY GAMER 


Entertainment: 


premier sports developme 
generation. Sony's team of d 
serious sports aficionado. 
themselves by introducin 
features coupled with advanc 
'97 is Sony's flagship sports til 
Advanced Controls and intuitiv | 
computer AI that lift football to unpa 
and realism. 

Members of the Game Informer staff have | 
playing this game for quite a while; however, because of 
time constraints and last minute changes in the game's 


quality and Game Informer's award for Best Sport 
Game of 1996, we thought better late than never. 

GameDay '97 is filled with memorable gaming 

experiences that stick out in our heads. Maybe it was 
Reiners graceful one-handed interception or Paul's 
exploitation of Jon's "Zone" defense that defines 
GameDay's greatness for us. GameDay is like the real 

‘game. Strategy, skill, and intelligence all play a factor in ` 
victory or defeat. The great head-to-head competitions 
in the GI office were battles of two minds, and the one- 
player games proved to be even more of a challenge 
than we expected.: 

To succeed in the one-player game you must learn 
the nuances of Total Control Passing, a well-balanced _ 
offensive attack, and strategic us in ) 
you'll be doomed to a 4 and 
difficulties are challenging even o 
and the computer is unforgiving. Calli 
that works every time or using the same 
not going to work in GameDay ‘97. 
learning the game and defeating the c 
rewarding, as GameDay unloads an Eas 
for every one-player victory. 
ship of Sony's dedication to the next wave of 

games is indeed GameDay ‘97. Profiting 

f NFL players, the gaming press, - 
ountry, and their own love of video ` 
Studios has broui | 


neinformer.com 


‘Son an | 
ee ok 


There isa lot of zeg 
in this game. 


impressed with how much attention Sony has 
lavishe on this game. Let's hope their programmers 
don't start. hallucinating from sleep deprivation before 
the final touches are added. 
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uoneSAelid 


Zack finds it easier to think while 


Se ba 


4 ^ " BI y jumping on a bed. 
Zack gets to ponder his reflection ==" | ». REA e? 


in two different realities. 


How come parents are always 
asleep when your sibling's stuck ` 
in the bird cage? 


He actually looks a 
lot like Andy when 
we screw up. 


ut what good is a cool car if it’s on a ob t 
has done a great job of putting together great tracks fu 
scenery, shortcuts, and alternate routes. The overall appeal of Rush 
Hour seems to be similar to slot car racing without the slots. We Adventure 
m : | Å m Special Features: Zelda-Style 
look forward to giving the complete version of this game a try. Just Puzzles, Inventory, In-Game Helper, 
hope that Psygnosis knows what needs to be done in order to make Two Playable Characters, Characters 
Bush Hour a winner. Morph Into Dream Beasts in Dream 
` World, Universal Age Appeal 
m Created by: Core for Eidos Interactive 
m Available: March for Sony PlayStation 
and Sega Saturn 


m Size: 1 CD-ROM 
m Style: 1-Player Dream World 


If only we all had flaming breath 
in our nightmares. 


Imagine waking up to discover that there are evil dream critters in your 
room and your twin sister is locked up in a small bird cage. Hmm... 
curious. So you whip out your dream charged flashlight and power Frisbee 
and proceed to kick some nightmare beasty butt. Hey, what else is an eight 
year old kid going to do? 

Swagman is an overhead perspective quest game with an overall 
atmosphere similar to NIGHTS. Zack and his twin sister Hannah are on a 
quest to stop the evil Swagman from merging his realm of nightmares with 
reality. To help them on their quest is a large complement of special items, 
a character who makes frequent appearances to give advice, and the ability 
to turn into dream beasties when they enter fragments of the dream realms 
that have drifted close to reality. 

The level designs in Swagman are fairly interesting. Mimicking a style 
similar to the original Legend of Zelda, players will need to find keys, use 
cherry bombs to blow holes in walls and push crates and boxes around in 
order to reach crucial items. 

Swagman, while challenging, is a relaxing game to play. Dream 
creatures are banished with the sweep of a magical flashlight and fade 
away when bonked with the homing Frisbee. Sometimes it's nice to pull 
away from all of the carnage of recent games and quest around simply for 
exploration's sake. Swagman will no doubt become a game that will please 
guys and gals of all ages. 
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EC If you're too 

d : lazy to learn 
a fatality, 
uppercuts 


are fun 


hen you start playing War Gods, 
” the first thing that becomes 
blatantly obvious is the umbilical cord 
that connects it to the 2D Mortal Kombat 
series. Uppercuts, groin punches, round- 
=| house and sweep kicks, throws, and 
blocks are standard moves for all the 
f i characters just as they were in MK. The 
7 ; zët az: 4 | game even goes so far as to show the 
^ j > øl vertical scrolling faces of your opponents 
before you begin a match. 
ht ute The interesting thing about this 
read Dear GI : Bc T : 
know that goths 9ame is that it gives some insight into 
never win. how entertaining MK could be in a 3D 
environment. The addition of lateral 
dodging and sliding adds a whole new 
aspect of defense to the game. 
Characters can now move quickly to 
either side, then follow up with an attack 
from an angle the opponent might not be 
ready to defend. Many of the special 
moves have been tailored to 3D as well. 
(allah, for instance, has two axe attacks. 
ne is a typical 2D attack that goes 
ght from her to the opponent. The 
sends two axes that move in 


it CD- ROM i 
éi or = Player Head- "s Head eg Fighter 

: Mortal Kombat Styled Moves in 3D, Fatalities;/ 
Dodoing Maneuver Block and 3D Buttons, Closed Ring, Ten Charge 
Kerry Hoskins (Formerly Sonya in MK Series) Starring as. ge 
Created by: Midway Home Entertainment 
le: Now for Sony PlayStatiomøl 


ta ities also mix really well with a 
nment. Tak's, which is the most 


uge MK fan bu 
ressed with our s 
s recommended tha 
once. It's no MK Tril 
erit the occasional chuckle 


a web-like thing Hmm... that roundh 
tangles people up. kick seems so famil 


ANDY, THE GAME HOMBRE REINER, THE RAGING GAMER PAUL, THE GAME PROFESSOR 


; “Kombo Kombatants get ready to : "After playing War Gods, I'm inclined 3 ‘Thera are fighters that are far 

pret T get funky, begause War Gods is Jam 7 {0 believe that this game Wasn't pe d worse On the ps. X, yet War Gods | 

ics: here. The question is, do we Care? | | Graphics: 7.25 Besigned by humans, but rather, | | Graphics: 8.75 Isn't exactly impressive. The anima- | 

— d Well, first and foremost, this game is e" really intelligent, apes. Yes, War i tion is fairly choppy and it is bagged | 

Sound: 7 cheesy. The characters look hokey, | "Stund: 6 Gods Stinks likë a pile of reiten | “Stund: 8 down By the familiar fatality loading. | 
and the play control is just å big banafas, but it dogs have gome| | The §tages are all Visually impres- 

Playability: 5 rip-off of MK. While this may bel |Playability: ` 4.25 positive points. First of all, MK fans] | Playability: 7.9 sive and many of the effects when} 


could possibly get into this game} 
Entertainment: 8 since it plays exactly like MKS (only 
3D). Plus, its extremely difficult to 
beat (meaning great longevity and 
replay values). War Gods is fairly 
amusing, but more so a big 
disappointment to the MK crowd.” 


enough to appease hard-core MK 
Entertainment: ` 5 fans, |’m not that impressed. 
However, itis important to note, that 
if you do buy this game, you won't 
be too disappointed, because there 
is a lotto this game. There are tons 
of moves, fatalities, and combas, but 
no personality” 


| doifig spécial moves are pretty 

Entertainment: 7.75 spectacular. | found War Gods to be 
enjoyable for a while but it quickly 
lost its luster after attempting to,exe- 
cute the Kombat-esque moves. 
Anyone who plays it will notice the 
Similarities between this and MK. It 
ig very gruesome to say the least, 
but overall War Gods falls into the 
middle of the fighting game pack.” 


ft 
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m Size: 1 CD-ROM 
m Style: 1-Player Action/Platform/Shooter 


m Special Features: Classic Mega Man Weapon 


Acquisition and Purchasing of Special Items, 
Eight Weapon Bosses, Cameo Appearances 
(Rush, Wily, The Good Perfessor, etc...), New 


Graphics Engine (Finally), And Lengthy Anime 


FMV Clips 

m Created by: Capcom 

m Available: Now in Japan, February for U.S. 
Sony PlayStation 

The original concept of the very first 
Mega Man was genius. The premise of 
taking and using the weaponry of defeated 
bosses proved to be an extremely 
addictive method of gaining power and 
has served “the Rock" through an almost 
ridiculous number of popular sequels. In 
the original 8-bit Mega Man, Capcom's 
attention to detail (the character blinked!), 
size, and entertaining gameplay made this 
game among the most memorable on the 
original NES. 

Further along in the series, Mega Man 
gained allies in the form of Rush the 
robotic dog and Roll, his bionic buddy. He 
has witnessed the further addition of 
special abilities, new weapons, and items 
that have seen to it that the Mega Man 
craze would last for well over a decade. In 
all that time Capcom hardly ever strayed 
from the game's original engine. 

To us, this has been both a curse and a 
blessing. We often see eagerly anticipated 
sequels that have been changed so 
drastically from their forebears that we 


- have to wonder why the games share the 


same name. On the other side of the coin, 
it is nice to see some kind of innovation in 
a new game, and changes in the Mega 
Man series have come very slowly. 

Enter Mega Man 8. The graphics have 
actually been upgraded and there are 
some new features as well. Mega Man will 
now have access to the Rock Ball, a 
ricocheting bomb given to Mega Man by 
the good Doctor on the introductory level. 
Also new is the ability to fire your standard 
gun while using special weapons. In 
standard fashion, there are eight special 
weapon bosses to contend with and 
players can buy special items from Dr. 
Light (as in previous games). When it 


- debuts in the States, Mega Man 8 will be 


for Mega Man fans what Street Fighter 
Alpha was for Street Fighter addicts- 
more of the same game with a slightly 
new look. 


Andy Paul Reiner Jon 


Concept: 7 5 7.25 65 
Graphics: 8 7 8 75 
Sound: 8 6 8 7 
Playahility: 825 9 7.75 6 
Entertainment 8 5.75 7 6.25 
Overall: 7.75 85 7.5 6.75 
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» THE Bottom LINE 


Rock Ball. 


DITBSADUY å e 


Dr. Light gives you the 3 


Bubble your way to 
freedom. 


The bird guy boss fights Í 
in true anime style. 


y o4 å 
This sub-boss Is å 
royal pain. 


50... youte responsible | 
for this obnoxious level! E 
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“Frankly, | haven't been that excited 
about a Mega Man product in quite a 
long time (though | would consider 
myself to be a Mega Man fanatic). 
Basically, | got tired of the same old 
thing, but MM8 is surprisingly fun. 
While it is still Mega Man, the new 
additions will keep you glued to the 
screen.” 


PauL, THE GAME PROFESSOR 


“Other than some minor graphical 
improvements, | can't really see 
much that differentiates this version 
from the series on the NES and 
SNES. A challenging and classic 
game for those who are true Mega 
Man freaks." 


REINER, THE RAGING GAMER 


"Over ten years of Mega gaming 
and there still hasn't been a 
metamorphosis between any one of 
the sequels. Expect to endure the 
same tin man blinky eyed thrills that 


the first produced way back in the 8- ; 


bit days of gaming fun.” 
JON, THE GREEDY GAMER 
*Upgrades, graphics, and cooler 


levels will appease Mega Man fans. 
Other players should consider a 


rental. There are games out there ` 


with more originality" 


, the arcades of old. Featured in the collection are Asteroids, Battlezone, 


this is easily one of the best. All | H 


oo W 


m Style: 1 or 2-Player Retro Arcade Collection 

m Special Features: Six Classic Atari Arcade 
Games, FMV Intros, Documentary on "Golden 
Age of Atari", Analog Compatible 

w Created by: Atari and Digital Eclipse for Midway 
Home Entertainment 

m Available: Now for Sony PlayStation 


Asteroids 


Missile 
Command 


There has been a lot of sneering and heckling at Atari lately for their 
seemingly amazing ability to put out a new and innovative system and then 
crash and burn it before we all have time to say, “lousy software support.” 

But wait! There was once another Atari. An Atari that not only laid down 
the foundation for the whole video game industry, but was known for the 
excellent quality of their games as well. The answer to how the same 
company could be so on top of things and then fall flat on its face is simple. 
It’s not the same company. Through a series of corporate buyouts and other 
plots only a soap-opera writer would understand, there came to be two 
companies called Atari that used the same logo. One, Atari Games, 
continued to put out amazing arcade games; the other, Atari Corporation, 
crashed and burned in ‘84 with the 2600 and then lost their britches with the 
Jaguar. 

Midway Home Entertainment has not forgotten the origins of the 
industry and has brought back six of Atari’s biggest blockbuster hits from 


pe 


Centipede, Missile Command, Super Breakout, and Tempest. The games are 
all direct ports from their ancient arcade counterparts, right down to those 
crazy bugs that people would use to rack up hundreds of extra lives and 
credits. The game translations are perfect and veteran video junkies will be 
very pleased with this revisitation from Midway. 


Super Breakout 


10095 igi Ego 
ANDY, THE GAME HOMBRE 


"As far as classic collections go, 


these games are great." Bn E HC 
PauL, THE GAME PROFESSOR 


"The Atari Collection is my 
personal favorite as far as the retro 
collections go. Every game 
included is a true classic in every 
sense of the word. Ah...the 
memories." 


REINER, THE RAGING GAMER 


"The golden age of Atari's arcade 
division delivers a thundering 
history lesson to the entire gaming 
nation. Relive the thrills of these 
classics, or master them for the 
first time. Henceforth, this title 
belongs in every gamers library, 
unless, of course, you already 
have the originals.” 


JON, THE GREEDY GAMER 


"Within its genre, this game stands 
alone. When you play with Sony's 
dual analog joystick, Asteroids 
is Asteroids, Battlezone is 
Battlezone. Don't even consider 
buying this game without peripheral 
analog support. Also, it's the best 
Tempest emulation to date." 


Tempest 


Andy Paul Reiner Jon 
Concept: B 7 doXB 
Graphics: B vv 9 
Sound: yo y 1. € 
Playability: 7.5 
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m Size: 1 CD-ROM 
Style: 1-Player 3D Shooter 

m Special Features: Retro Arcade / 
Beautiful Graphics and Effects, 3 S 
Variety of Enemies and Obst: 
Weapons, Angled Shots, Barrel R 
Classic Millennium Falcon Lateral Man 
Techno Soundtrack ` 
Created by: Tetragon for Vii 
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m Size: 1 CD-ROM 

m Style: 1-Player Action/Role-Playing Game 

m Special Features: Anime FMV Clips, Rendered Background Art, 
Three Playable Characters, Real-time Combat, Battery Back-Up 
(3 Save Slots) 

m Created by: Clamp/Sega of Japan for Working Designs 

m Avallable: May for Sega Saturn 


Gav ad | 
roding All of Existe 


T ightly based on the popular Japanese anime 
series, and destined for a May U.S. release, is 
Working Designs’ current project — Magic Knight 
Rayearth. On the shores of Japan, this title was 
released over a year ago, and fortunately, since we 
have a desolate RPG market here in the States, this 
title will shine as an innovative new game for the 
Sega Saturn. They've rolled out the red carpet to 
Working Designs for a successful release. Hopefully 
they'll succeed, because the mouths of RPGers are 
desert dry, and extremely thirsty. 

Magic Knight Rayearth is a very large game filled 
with beautiful background art and classic full motion 
video clips. The story on the other hand is something 
new for the U.S. market. If you're an anime freak, 
then you'll relate to this concept; otherwise, you'll be 
a little lost. Bewildered and dazzled by its beauty, you 
and your schoolmates travel on a field trip to the 
Tokyo Tower. Within this monument the prelude to 
the plot tabes place. Without notice, a vortex and a 
godly figure appear and teleport you and two 
classmates to another time in a distant world. 

Players will be able to control all three of these 
characters in this real-time RPG adventure by 
rotating through them on the fly using the shift 
buttons. Each character is equipped with their own 
weapon and attach. Blaze uses a sword and fire spells, 
Umi commands a bow and has healing abilities, and 
Wendy gracefully fences while unleashing water 
attacks. The gameplay is furiously fast and sometimes 
requires the player to jump over pits, run past 
demons, and destroy villains with different attacks 
(via the three characters). 

At the moment, the preview copy is plagued with 
load time between cinemas and story text. Working 
Designs has promised us that this will be taken care 
of before the title is released, and we've seen their 
excellent work in Shining Wisdom and Dragon Force. 
This--is--ám epic title with a massive quest 
that should launch the Saturn to new heights. This is 
the title everyone has been waiting for, and 
hopefully Working Designs can deliver this port 
on time. 


www.gameinformer.com 


Stach of | 
(bie I | 


m m Size: Ce 

m Style; 

m Special Features" 
Characters in a Party, Battery Back- 
Up, Beautiful Sprite Graphics, Turn 
Based Combat With Menu Rings 

å Created by: Sunsoft of Japan for 


with a Final Fantasy adventure. These epi 
audience that cornered the rest of the RPG 
years, there have been games that are very 
remained hidden to the U.S. market and have been tra 
Will we ever see any of these games? Will someone fii 
to our soil? Yes! Leave it to Working Designs to set these ca 
chance to play a game that has a dynamic story again. ` 
Sega Saturn owners have waited ages to be dazzled by a tru 
their time has finally come. The game is Albert Odyssey, and dor 


careful. This title was originally designed by Sunsoft in Japan, SH since the 
foresee a SE release, Working Hel ye gon? it from them to Pis 


party. Sometimes they'll die off, or maybe they'll be rewarded 
ay to find out is to play it through. 


16-bit, but Sunsoft has added a nice 32-bit touch. The 

ree parts which are city/castle walking, world traveling, 
sy to understand since they are all ring and turn 
out your actions before the enemy attacks. 
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Special Féatures: 22 Characters Plus 10 Hidden, Cage a 
OpetiArénas, Super Hit Instant Replays, Tournament and 
d Survival Game Modes, Improved Character Texture Maps 

`m Created by: AM2 for Sega of Japan 

a Available: Now for Sega Saturn (Japan) 


K first ventured into the world of fighting game cross- 
overs when they combined just about every arcade game 
they had developed into the King of Fighters series. Then, 
Capcom veered from the track of a normal unity and plotted the 
X-Men against the Street Fighter gang. Now, Sega has sewn 
together what some would call the ultimate team-up - Fighting 
Vipers and Virtua Fighter. It's uncanny how much the 
characters in these two completely different games mble 
each other. It's an amalgam of diversity, power, and res 
Fighters Megamix, AM2’s colossal and daring atten 
the fighting nation. 

Something like this was bound to happen and 
wasn't a Bug and Sonic team-up; rather, Sega took 
that are played by the same audience; and turned thi 
megalith of a fighter. Besides all the characters 
Fighter 2 and Fighting Vipers, there are also 
characters to bring the grand total to 32 playable fig! 
has also redefined the character texture maps, whic 
characters a smoother, more realistic appearance, 
them coming across bloc id robotic. 

It appears that all the arenas are present from ! 
and as of yet, we're not sure if the VF characters ca 
attacks ornot. Sega of America still hasn't announce 
release, but they did comment on a possible three month window 
between the Japanese release (December ‘96) and the US (which 
would be March '97). This is a great looking game that will more 
than likely be one of the biggest Saturn hits ofthe year ur it on 
find its way over to the States). 
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amers keep waiting for that one RPG title that 

will blow the doors open on the American RPG 

market. Riglordsaga I was one of the few RPGs 
that actually made it over to the states. Its original 
American name, Mystaria, was promptly changed to 
Blazing Heroes after complications with another 
company's product. 

One of the more interesting features of this sequel 
is the main character's ability to morph into a dragon. 
She can then fly over obstacles in order to defeat 
unreachable opponents. Also interesting is the fact that 
there are no random monsters. It is often frustrating to 
have to deal with constant appearances of obnoxious 
enemies when attempting to find your way through a 
dungeon or labyrinth. 

We doubt that Riglordsaga 2 will be a system 
seller for Sega, but it is yet another solid 
and attractive RPG for the Saturn. 
Unfortunately, we can't tell you much 
about the plot except that there's a lot of 
it, so have a look at these screen shots 
and keep an eye out for future previews 
of Blazing Heroes 2. We aren't certain that 
Sega plans on porting Riglordsaga 2 to 
the U.S., but it would be a good move on 
their part, so keep your fingers crossed. 
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m Size: 1 CD-ROM 

m Style: 1-Player Strategy/RPG 

m Special Features: Main Character Morphs Into Dragon, 
Great Spells and Effects, No Random Monsters, 
den Playable Characters, Memory Save 

m Created by: Micro Cabin Corps. for Sega 

m Available: Now in Japan, Unknown U.S. Release 
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apcom is finally doing what Disney did with their animation studios. Capcom, for 

the first time in a Street Fighter title is dumping the traditional "hand drawn" SEI 

and SFA animation and is moving to three dimensional polygon graphics. Don’t 

) worry though, the gameplay i is still there, and we're sure you'll still be able to Du out fireball 
^. after fireball. 

Street Fighter EX also sees a dramatic change in the playable character cast. Of Kure Ken, 
Ryu, Guile, and Chun Li*have returned, but now, Capcom has added a fierce skeleton warrior 
named Skullorama, and å street thug with å baseball bat named Cracker Jack to the mix. It'll be 
interesting to see how well this game does since it has to 
compete. with Virtua Fighter and Tekken. ‘Capcom has 
made sure to keep the SF flavor in the game, and surely 
all the fanatics of the Séi fifteen SF games will-love this 
one too. 

At this moment; details regarding gameplay are not 
available. From the.screens we have we can tell that the 
Special Meter is.once again present, but no word has 
been announced on whether or not it will be complete 3D. 
.Stay tuned to Game Informer Magazine for more info in 
the following months. 


umm, eap Gar 
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< ot on the trail of Virtua Fighter 3 comes Sega's second 
` Model 3 offering. Developed by AM2 (whose. credits 
include the arcade smash Daytona USA), Super Car : 
promises to be a sure-fire arcade hit. AM2 actually did extensive field 
research by test driving all the cars found within Super Car to successfully 
grasp the true physics and dynamics of all the vehicles. They even went out 
and took sample sounds of a Porsche revving the engine and a Viper - 
burning rubber. With Model 3 technology being the most advanced thing in 
the arcades, you can expect to see some awesome gameplay-and graphics. 
„Words can't describe the footage we've seen, but we'll try and.break it down `` 
for you. Super Caris equipped with everything a professional racer could ask 
for. If its difficulty you- want, Super Car has it. This amazing racer 
features some of the tightest hair pin turns we've ever seen, plus it appears 
that you'll actually have to dodge planes in an airport. ~ 

Physically, this game brings racing to life. If you-hit a 
barrier on the side of the road, you'll hear the scratch of 
metal on metal, and see sparks and debris fly behind you. 
This racer won't push you off the wall. You’ ll actually havé to 
maneuver out yourself. ` 

` We can't wëlt Hl this title hits the arcades. The release 
date is sketchy, but were sure the wait will be worth it. 


t 


Dude, | think my 
ear fell off! 
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“Tear This Ship Apart Until You Find Me Some Good Games!!!" 

By the time you read this, the first of the Star Wars Special Edition movies 
should already be out in the theaters. It just gives me the Jedi jollies to think 
about some of those new scenes. Perhaps this will make up for the fact that we 
didn't get many games that you might want to buy this month. If Command & 
Conquer: Red Alert hadn't come in, | think | would have gone to the disgruntled 
side of the force. Phantasmagoria was the only other decent game, but it's hard to 
enjoy it when you're stuck in an office playing a game. At least LucasArts has finally given 
out some solid information on the Star Wars games of '97. Check it out. 


Red Alert — Westwood Studios 
ommand & Conquer blew us all away with a terrific real time strategy 
engine, a musical score that is among the best ever made for PC, tons 
of cool units, and crazy base defenses. You just gotta love the way 

“orbital ion cannon" rolls off the tongue. Red Alert is pretty much the same 

game with bigger maps, more units, and slight adjustments to gameplay. 

Engineers can no longer take over a building until it has been damaged 

extensively. Sandbagging doesn't work anymore either. Just use silos. 

Buildings can now be built one space away from each other, so it's almost as 

cheap as sandbags. 

Some of the new units in the game are paratroopers, Migs, Yaks (WWII 
planes that strafe infantry) submarines, gunships, destroyers, cruisers 
(ungodly range), a new double-barreled tank, mine layers, V2 rocket launchers 
(serious damage), spies, medics, and a commando named Tanya who says 
“ch-ching” when she kills infantry. Most of the old units are still in the game in some form or another with a few exceptions. 

The Allies (the “good guys") are more like Nod in the first game in that they are seriously outmatched in terms of raw 
firepower. They must take advantage of spy satellites (reveals entire map), superior naval power, and weird stuff like a 
teleportation device to defeat the Soviets with dirty tricks and careful planning. C&C Red Alert is a fine example of what 
a sequel should be. It offers plenty of new stuff so that people will need to learn new stratagems and it resolves a lot of 


the problems people had with the old game. 


— Simon and Schuster Interactive 
ome suprisingly good acting, plot elements, and camera work do not make up 
for the fact that this game's interface is the worst I’ve seen in the history of PC 
gaming. Many of the “puzzles” in the game require players to input a code. | 

would often find myself playing for well over an hour just trying to put the code in at the 

right speed or the game would screw up and assume | was wrong. It also would have been nice if there had actually been some 
kind of menu where you can save games and retrieve them instead of hitting "s" and typing in the name of your game. In order 
to quit you hit, *q". Come on guys! What are you trying to shove on us? The most frustrating part of the game was that | enjoyed 
all of the Star Trek stuff but none of the gameplay. It's like paying $60.00 to watch a new Trek episode, except the commercials 
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| 7.75 Gore, 
` rat named Blob mz 
MM horror FMV gan 
| interesting to | 


| complex becomes alter 
ego” plot. — 
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Command and Conquer: | 


" Multimedia 
| . This i is bad... 


| Interactiv , 
4 What do you get when: | e 
you try to mix Populous 

1 and Lemmings į into one 


Star Trek: Borg 
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are really annoying. What a debacle. 
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Star Wars Junky Alert 


To help feed the fire of your Star Wars cravings we have some 
information on three of LucasArts' highly anticipated Star Wars 
games, Rebellion, X-Wing Vs. Tie Fighter, and Jedi Knight: Dark 
Forces Il. 

Rebellion is, to our knowledge, the first Star Wars strategy 
game. The game focuses on both strategic and tactical 
aspects of space warfare. Good strategy will be determined 
by prioritizing to certain missions and assigning 
Special agents to them in order to 

- increase the chances of success. For 
instance, Han Solo and Chewbacca 
are good for espionage. The actual 
missions themselves feature a real 
time engine in a 3D space combat 
environment.. Ever read Ender's 
Game? Sounds complicated, but we 
have faith in LucasArts. The key to 
final victory lies in capturing Vader 
and Palpatine (or Luke and Mon 
Mothma, if playing as Imperials) and 
conquering the Imperial Capital 
at Coruscant (or Rebel Mobile HQ, if Imperial). Rebellion will feature 2-player 
internet play and should be available in the spring. 

The much awaited Jedi Knight: Dark Forces II is set for release in early '97. 
It features many of the weapons from the first game and a few new ones as 
well. Most notable of these is Kyle Katarn's lightsaber. That's right, he's 
taking it to the baddies once again and learning the force while he's at it. The 
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Rebellion 


beauty of this game is that you can fight baddies as a goodie or 
another baddie. As the game progresses, players will be allowed 
to make choices that could lead them to the dark or 
e good sides of the force. Players will also gain special force 
'/ abilities through an experience point system. Some of these 
will be the ability to see through walls, improved jumping, 
and the ability to grab items from afar. Last but not least is 
the 8-player multiplayer feature. It consists of three modes. 
Players can choose to fight in Total 
Combat (a free-for-all environment), 
Team Combat (in which teams can 
be pitted against each other), or a 
Territory Combat mode that features 
"capture the flag" style play. 

X-Wing Vs. Tie Fighter can be 
considered the next "sequel" in the 
Star Wars space combat sim series. 
It features amazing improvements 
to the graphics and an internet 
multiplayer mode in which players 
will cooperate as teams in order to 
complete mission objectives. Multi-player mode features 15 mission scenarios 
and single-player mode features a total of 65 missions. Players will have 
access to over a dozen Imperial, Rebel, and pirate ships. Let's hope "pirate" 
means corellian freighters will be available. It's about time we get to live the 
fantasy of flying Han Solo's ship. X-Wing Vs. Tie Fighter will be available in the 
first quarter of ‘97. 
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| Jon: What was you favorite arcade 


` Pat: I think my favorite Dro would be Street vi 
Fighter 2. d va 
Jon: Were you good at it? 
+ Pat: Yeah, I beat that game. 
"Jon: You like those Capcom graphics? ` 
it: Yeah I did, I thought they were cool. When l- 
of first saw Mortal Kombat | was kind of bummed on 
it. l'm like, what's up with that? It's just a 
photo moving. But now I’m ipid pretty 
‘impressed with it. 
Jon: Have you played any of the new 
fighting games? a 
. Pat: I like the Virtua fighter games.: Virtua 
Fi ghter was pretty incredible when it came 
out. I just saw Virtua Fighter 3 in Japari hel sc 
It's pretty cool. But I'd like to see stuff ` 
move away from combat games.. „well, 
fighting games | should say, because it ^ 
seems like they've been the only things going on in 
/ arcades for the past two or three years. — i 
Jon: Plus there are so many average fighting games 
out there. 


Pat: Double Dragon was funny. 


Jon: That and Karate Champ was where 
fighting games got their start. 


Pat: BEGIN! - 


at Double Dragon? 
Pat: Yeah, beat it, 
beat that game. 


Jon: Just use the 
back elbow the 
whole time? 


Pat: Yeah [laughs]. 
Jon: That was so 


"afp BU EVERY GAME 
I LOVED AS A KID.” 


up a lead pipe and konk somebody [imitates sound 
effects from game]. But today’s fighting games, | 


to be. able to pick 


killed you. 


Jon: Most of the letters and feedback-we get are on 
s, like MK and Tekken. 


heir popularity will swing sooner or later. 
4 Maybe not ‘though, maybe like Rock-n-Roll, they've 
zeroed ‘in on this 8 to 20, or 8 to 18 age market where 

everyone’s | same place developmentally, and 
they’ve found exactly what works for that market, like 
big fat exciting guitars, and testosterone fighting. 
Maybe they've worked that out, I don’t know. Maybe 
it'll just recycle itself like rock has the entire time. | 
mean, in the way that rock just regurgitates and 
recycles because a new audience is 
coming up every year, perpetu- 
ally, and maybe fighting 
games will be the same way. 
There will now, probably, 
always be a “fighting” game. 
Oh, you know what was an 
amazing game? Don had it on 
his Nintendo. It was a 
Japanese game, you're a 
ninja and you cruise around 
the subway and grab onto 
things up here [shows with 


Andy: Ninja Gaiden. 
Pat: Yeah, Ninja Gaiden. 
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-. Jon: Were you good 


A long time ago, in a town far far away, there lived two boys named Pat and Jon. = 
Home systems by day, arcades by night, the two were marked forever. with the 
indelible stamp of video games No years later, their paths have crossed: again. Pat, 
famous rock drummer, Jon, staff editor:at Gl. Here's what they: (and a few. of th 
we have to say about their. long standing love affairs with thé Video” game. 


-AN INTERVIEW WITH WEEZER'S PAT WILSON 


Paul: That was great, especially on the Lynx. 


Andy: And it was cool on the NES., „When you played the 
last level, unlike any other level, you 'd just die and the 
game would be over. [t would totally Suck. 


Jon: Was Mario your favorite’ home game of all time? 


«Pat: No, that would be NHL 95 [Genesis]. 96 bummed 


me out because it was lower scoring, stingier goalies, 


it's not right, way too much to chance. The 95 control, 


for me, was the most fun. NBA Jam was pretty fun 
when that came out, but I’m kind of bummed on it now. 


Jon: Who is the best game player you've ever known? 
Andy: Please don't say Jon. | 


Pat: See Jon, | don't even know myself, so how can I 
know somebody else? 


Jon: What did you think of laser disc games like 
Dragon's Lair when it first came out? 


Pat: Hated it. Thought it was like watching some lame 
cartoon. Oh yeah, big deal, pick A or B. Your choice i is 
always limited: 


Jon: That's one of the three games housed in the 
Smithsonian. x 


Pat: Well they clearly made a big mistakið: 
Jon: Asteroids was awesome. 


don't really like the feeling it gives you, like, Ha! I've. Pat: Asteroids is the ultimate Zen game. It couldn't be 


any simpler, but it’s just so *##$% hard. 
Jon: Because it focused almost Solely on play control. 


Pat: That’s one thing that fighting games seem to be ` 


lacking. I guess it's still there;. but: it's: more like, 
“Look;.] can hit you nine times: in a row with Baraka.” 
It is pretty incredible though, when you get the 
combination moves in MK. It's fun.as hell. 


Jon: A lot of games are trending’ back towards analog. 


Pat: When Williams Arcade Classics first came out | 
„was pretty stoked. But 

| think there's a way 

bigger market for it. 
There are so many other 
games; it can't be hard 
to work the code for 
them. So many games, 
| P'd-buy every game I 
loved as a kid. I'd pay 
fifty bucks a piece for 
them. Although you 


Få 
E) 


could probably buy the arcade ma 
SES Ges Å 


‘buttons and a jump. First yo 
hundred yard dash [pounds his knees], and your 

h little meter goes up. 

x Andy: You could use an electric toothbrush. 
` Pat: Ahh! No wat, 

Man, you could-hold-it on there... 
So that was the guy who was having | 
e 4 second hundred yard dashes. 
Jo : Didn't somebody use the pencil 

` method? 

` Andy: Yeah, comb or pencil, but the guy I 
‘always saw would turn and say,-“The „ 
secret to this game is..." and chichink, he'd whip ou ` 
the toothbrush.-And I was like, “no way” ws c 
Pat: My friend Brett was really good, becau: e 
start out like this [pats his knees slow! 
even, and then build, and I think the, 
responded more to evenness then jus 
nerve ending static. 
[Paul is in background 
demonstrating the pencil 
method.] 

Jon: That's cheatin’. 
Paul: No way man. 


[Reiner enters room with 
news article from paper, 


Save your ée, eat fish. 
Fish oil sharpens» the 
brain at all ages, and they 
show. Ve Ways in.which 


“ASTEROIDS I$ THE. 
ULTIMATÉ ZEN GAME: 


brain: Castor. oil is gonna 
make a comeback. 


Paul: {inspects article] All right, here are three things 
that would ruin my profession: fights depression, 
reduces aggression-and stimulates young minds. 
[Everybody laughs]. Those are the last three things 
you want to do. 


Jon: So let's talk briefly about your side project. The 
band's called Special Goodness? 


Pat: Yes, The Special Goodness. That will proba be 
the name of the album and it will be out on Geffen : 
Records. 


Jon: And how did the recording go? 


Pat: | recorded all the instruments myself, but I had 
help in producing it from my: riend Tony Lash and he’ s 
a very thorough engineer. Wi 1 ok a lot of time i in 
order to assure a really s 


Jon: How did. the wri d 


Pat: | did the writing: myself, buta lot of the songs 

were only half done arrangement wise, and he 

[Tony] helped me a lot with the. arrangements, 

because at that time the whole thing was getting 

really incestuous with myself. | was just too close pr H. 
| couldn't see what needed to be done. wet 

Jon: Why did wou opt for the single chemistry as 
opposed to a band chemistry? 


Pat: Because dealing with people can be a big 
nightmare. Not only that, but I just felt like I had *. 
these personalities on the drums and guitar and k 

bass, why not see if they-made a nice band? 
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1 CD-ROM 


1 or 2-Player 
Wrestling (4-Player Via 
Sony Multi-Tap) 


Cooperative, Versus, and 
Buddy mode for 2-Player, 
Season, Intercontinental, 
and World Championships 
for 1-Player, Power-Ups, 
Combo Meter, Patented 
WWF Moves and 
Champion Wrestlers 


Acclaim Entertainment 


1 CD-ROM 


1 or 2-Player Retro Arcade 
Game Collection 


Six Retro Games, Museum 
Archives, High Scores 
Saved on Memory Card, 
Perfect Translations 


Namco 


Now for Sony PlayStation 


If you want these guys in your house, be 
my guest, because things could quickly get 
out of hand. Unlike the real WWF, the 
moves and combos in WWF In Your House 
actually do damage, especially when the 
combo meter is lit. The four-player mode 
makes it one of the most enjoyable games 
around. The moves are not that advanced, 
but that's the whole appeal. Anyone can 
play. Climb up the turnbuckle, do a Super- 
Fly, perform a Face-Rake, then execute a 
perfect Crucifixion. It's just like TV! The 
only thing this game is missing with its 
WWF license is the Choreography and 
Match Planning modes. 


Now for Sony PlayStation and Sega Saturn 


Volume 3 of the Namco Museum consists 
of The Towers of Druaga, Phozon, Pole 
Position Il, Galaxian, Ms. Pac-Man, and Dig 
Dug. The museum is the usual fare of nifty 
information and stuff you may or may not 
have known about the early years of the 
video game era. While the games are all 
pretty cool, we found it hard to call Druaga 
and Phozon "classic" since most people 
have never heard of either game. If you've 
already bought the other two Namco 
Museums you probably already know what 
you're getting into, but we doubt this will be 
your favorite CD of the collection. 
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1 CD-ROM 


1-Player Third-Person 
Action/Adventure 


Weapon Pickups (Bottles, 
Knives, Lead Pipes, Etc.), 
Different Moves, Throws, 
Roving Combat, 
Password Save 


Acclaim Entertainment 


Now for Sega Saturn 
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It's always amazing to us how quickly a 
new type of game is followed up by a 
similar game from another company. The 
Crow is very much like Perfect Weapon. It 
doesn’t seem to have as many moves as 
Perfect Weapon, but the use of 
barroom brawling weapons is a nice 
touch. Throw bottles and knives, and then 
finish the job with your trusty iron rod. Is 
it like like being in the movies? We can 
say only this; “Is it ever?” 


HIGH SCORE 
prd 
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1 CD-ROM 


1-Player First- 
Person Action/Shooter . 


Nice Effects, Variety of 
Weapons, Memory Card 
Save, Controller Config 


Ocean for Acclaim 
Entertainment 


Now for Sony PlayStation 


1 CD-ROM 


1 or 2-Player Head-to- 
Head Tournament 
Wrestling 


Over 50 Wrestlers, 9 


Wrestlers From the WCW, 


Signature Moves, 6 World 
Federations 


T'HQ 


This game has a nice engine but it all goes 
downhill from there. Smooth movement and 
cool effects do not make up for the fact that 
the levels are boring, the enemies are 
sparse, and the puzzle portions of the game 
are dreadfully uninteresting. While playing 
Tunnel B1, one has to ask, "Did the 
programmers get bored in the middle of the 
production of this game and just put it out as 
is?" At first we thought maybe there was 
some objective or aspect of the game we 
were missing. Nope. 


1 CD-ROM 


1 or 2-Player 2-on-2 
Hockey (2 to 4-Player Via 
Sony Multi-Tap) 


Optional Computer Assist, 
Super Moves, "On Fire" 
Capabilities, Stanley Cup, 
Full NHL License 


Avalanche for Midway 
Home Entertainment 


Now for Sony PlayStation 


Placing third in the Nielssen ratings, WCW 
is huge in the world of staged wrestling. We 
have no doubt T*HQ will make it big with 
this title no matter how good or bad of a 
game it is. The graphics are not exactly 
mind-boggling, but having over 50 wrestlers 
with signature moves is a pretty impressive 
feat. In WCW Vs. The World, players will 
have access to 6 international leagues that 
all play by their own rules, so people 
intimately familiar with wrestling in the 
states may get a look at some new and 
nasty ways to hurt people. Move your VCR 
with those monster truck video tapes out of 


March for Sony Playstation the way and get to ready to rumble. 
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We like to call this game NBA Jam on ice. 
Its an arcade-styled two-on-two hockey 
game with vicious knockdowns, outrageous 
specialty shots, and lightning fast gameplay. 
Unfortunately, this two-on-two concept 
translates better to basketball than to 
hockey because, true to its name, there is 
just too much open ice. Better defense 
would help, as would a Create Player and 
Tournament Tree. Instead, the goal is to 
reach the Stanley Cup by beating every 
team in any order, with unlimited continues. 
A fun multi-player game, but solo players 
will become bored rather quickly. 


: arcade games with 
awesome oe 


PlayStation 
Overall: 7.25 
This game plays alm 
identically to the old Ni 
Micro Machines title 
While it’s not as gla 
_ 8D racers out there no 
a good time. 


[s that this three 
.. dimensional sequel was even harder to develop. 
O Aen 7 n ike it 1 ae 


007900 
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Usually when a game is really bad we try to 
find a reason to like it. We tried... we really 
tried. The graphics are below mediocre, the 
sound is crap, the enemies uninteresting, 
and the level designs seem to have been 
1-Player Isometric Action ` constructed from random doodles on a 

piece of graph paper. The Hulk himself has 
Special Moves, Lots of some almost cool moves but there's nothing 
Destruction, Switch fun to do with them. The only entertaining 
Puzzles, Password Save ` aspect of this game is all the glass you get 
to break, but that's a novelty that gets old 
real fast. 


1 CD-ROM 


Eidos Interactive 


Now for Sega Saturn 


1 CD-ROM 


1-Player 
Side-Scrolling Shooter 
ed : M. 
Old-Style Shooter 
Gameplay, Choice of 3 
Different Ships, Mega- 


Power-Ups, Password 
Save 


Team 17/ 
Ocean for Acclaim 


The idea of a floating fight game has a lot of 
merit, but when it comes to overall 
1 CD-ROM gameplay, Psychic Force falls flat on its 
face. For starters, the AI isn't too bright. We 
: 1 or 2-Player cruised through the game in about twenty 
Se? P minutes using one move. We also found the 
g action to be a bit slow. It is, however, a very 
attractive game and the characters and 
their moves aren't half bad (except for the 
dude with bunny ears). If the game looks 
; interesting to you, it's definitely worth rent- 
Tan Pire AT E ing. We think you'd feel pretty ripped off if 
Moves you put down sixty bucks for it though. 


Floating Combat, 
Regenerating Psychic 
Power Meter, Aesthetically 


Taito for Acclaim 
Entertainment 


Now for Sony PlayStation 
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Bombs, Multiple Weapon 


Now for Sony PlayStation 


O1O1 00, „ 


Just when you thought side-scrolling 
shooter games were dead, Acclaim went 
grave digging. As shooters go, Project X2 
is pretty cool. We doubt it will receive the 
same fanfare as Thunderforce 3 (a killer 
game for its time), but people who really 
miss these games should check it out. 
Unfortunately, as a PlayStation game, it’s 
hard for us to recommend shelling out 
sixty clams for a game that could have 
been done on the SNES. Aside from a 
whopper of an FMV clip, there’s really very 
little about this game that tastes like 32-bit. 
Shooter fans should rent it, but were 
ready to move on. 


PUSH STRAT — EMIT IT 
Te Steer 
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1 CD-ROM 
1 or 2-Player Shooter 


Light Gun Compatible, 
Arcade and Practice 
Modes, Secret Levels, 
Power-Ups, Alien 
Enemies, Familiar Area 
51 Storyline 


Atari Games for Midway 
Home Entertainment 


Now for Sony PlayStation 
and Sega Saturn 


1 CD-ROM 


1-Player Fighting 
Quest Game 


Over 44 Moves and 
Combos, Massive Level 
Designs, Special Power- 
Ups and Hidden Areas, 
Five Levels (Moons), Move 
Acquisition Through 
Enemy Defeat 


Gray Matter for ASC 
Games 


Now for Sony PlayStation 


Buried amongst a stack of government 
papers and black budgets lies the enigma 
we know as Area 51. As a member of the 
Staar team it's your job to battle towards the 
center of this mystery. So draw your 
lightgun and get ready for some classic 
shooting action. Throughout the game you'll 
find yourself whipping down a runway in a 
car, grabbing hold of a ladder from a 
helicopter, even operating forklifts. There 
are tons of ammo power-ups and grenades 
to help battle the aliens and evil doers. Area 
51’s greatest strength, however, is its 
secrets. Not only health and weapons, but 
secret rooms and hidden levels are all there 
for the finding. 


Fighting quest games are undoubtedly the 
wave of the future. Perfect Weapon is what 
the Tucker was to automobiles, a 
little before its time. Yes, Tobal No. 1 is a 
long quest game, but Tobal's environments 
are much smaller than those of Perfect 
Weapon. There will be those who will love 
and cherish this game. With all the 
pick-ups, maps, spheres and vaccines, 
there is a great tone of adventure set 
within the fighting motif. However, the 
game will take a great deal of patience due 
to the changing camera angles, slow load 
time, and poor collision physics. Only if 
you have the patience should you 
consider this game to be a purchase. 
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1 CD-ROM 


1 or 2-Player 
Wacky Basketball and Other 
Things...Game 


Plethora of Looney Toons 
Characters and Monsters to 
Choose From For B-Ball, 
Characters Have Special 
Moves, Loads of Mini and 
Training Games 


Sculptured Software for 
Acclaim Entertainment 


Now for Sony PlayStation 
and Sega Saturn 


0 Eur sn noel 


Although Space Jam the movie was only 
average, the game is pretty cool. Space 
Jam certainly won't quench the appetite 
of hardcore basketball gamers, but its 
appeal is that anyone can pick it up and 
start playing. The addition of special 
moves and the sub-games make this 
game suitable for the younger and 
inexperienced crowds. The special 
moves are a humorous touch and will no 
doubt bring back fond memories of all- 
those Saturday mornings you spent in 
front of the tube before the words 
"cartoons" and "action figure commercials" 
became interchangeable. 
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K-1 is the official governing body for 
matches involving various martial arts 
styles including kickboxing, kung fu, and 
kempo. K-1 The Arena Fighters is an 
amalgam of these various styles. Choose 
1 or 2-Player Tournament ` from eight actual circuit combatants, each 
Kick Boxing Game with individual signature moves. Of course 
there are special moves, but we found the 
8 Real-Life Martial Arts ^ game could be won with a basic series of 
Experts, 1-Player, Vs., ` kick and punch combos. Though the 
e Welte backgrounds are beautiful, the character 
Full Ket Eesen Create animations are lacking. K-1 The Arena 
and Train Player (U.S. Fighters is yet another example of a great 
Version Only) concept lost within mediocre gameplay. 


1 CD-ROM 


Xing Entertainment/ 
Kokopeli for T'HQ 


Now in Japan, February 
5 for U.S. Sony PlayStation 


In the past, Sega Sports' football games 
have given EA Sports a run for their 
1 CD-ROM money as they battled it out for 16-bit 
supremacy. However, Sega Sports has 
definitely faltered with its first 32-bit foot- 
ball offering. Building on the engine that 
they acquired from GameTek, Sega 
Sports offers a football game that has 
one thing going for it, a unique Play 
NELT Editor. Other than that, the ridiculously 
eams and Players, e 
Adjustable Season Length, slow play and unrealistic looking players 
Adjustable Camera Views — Place this game far below Madden 97. 
During Gameplay, Practice 
Mode 


1 or 2-Player Football 
(8-Player Via 6-Player 
Adaptors) 


Play Book Editor, All 30 


GameTek for Sega Sports 


Now for Sega Saturn 


Konami really baffled us when they picked 
Jimmy Johnson up from GameTek and 
1 CD-ROM released it almost immediately after putting 
iarna out Full Contact. The game is faster than its 
Football (8-Player Via Sony identical Saturn counterpart, but that's not 
Multi-Tap) saying much. The only redeeming 
quality that this game has is the Play Editor; 
but the entertainment found there doesn’t 
NFL Teams and Players last very long. A mix of poor animation and 
Adjustable Season Length, strange play control makes Jimmy Johnson 
Adjustable Camera Views — an unworthy recipient of play time. Granted, 
During Gameplay, Practice it's a heck of a lot better than Full Contact, 
Mode, Memory Card or but nowhere close to Madden or GameDay. 
Password Save 


Play Book Editor, All 30 


GameTek for Konami 


Now for Sony PlayStation 
gr 
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Contest. The Ultimate Gaming Environment, 40 inch monitor, 


You have the POWER. In this contest you don't rely on the luck-of-the 


draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles gets a little harder. But this time it's 
all up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 


Computer Contest. Win a blazing fast computer with 200 Mhz Pentium, 
16 meg. RAM, 2.3 Gig. HD, 8X CD-ROM, 17" monitor, Windows 95, modem and more! 


Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation; Sega Saturn; Virtual Boy; 3D0; and Nintendo 64! Get all five or 
trade the ones you don't want for CASH! Bonus options include: 33 inch monitor, 
$1,000 in games, cash, accessories and more! 


130 watt receiver w/ Dolby Digital Surround Sound, and all components shown. 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 


We're talkin’ GAMING HEAVEN: 


Directions. Fill in the Mystery Word Grid with wide ing across that spell 
0 


out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will play but typically 55% will have the 
Di score possible score to Phase I, 43% to Phase Il, 36% to Phase IIl, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
split the value of the grand prize they are playing for. 


W ENTER ME TODAY, HERE'S MY ENTRY FEE: 

m | ($300)ComputerContest == = _— 
J ($3.00) Video Game Contest | 

[J ($3.00) Media Rig Contest — — — 

11 ($5.00) SPECIAL! Enter them all (SAVE 


5> SEND CASH, M.0., OR CHECK TO: | 


— PANDEMONIUM, P.O. BOX 26247 - 
— MINNEAPOLIS, MN 55426-0247 — 


Å _ VOID WHERE PROHIBITED * ENTRY DEADLINE: POSTMARKED BY FEB. 15TH, 1997 + ENTRY FEE MUST BE INCLUD 
amm  . Only one entry per person. You must be under 30 years old to win. Employees of Pandemonium, Inc. and its suppliers 
_HASE ,.....P ineligible. Judges decisions are final. ff judges are in error the sponsor's liability is limited to entry fees paid. Not responsible — 
|  erlostor delayed mail. Open to residents of the US. and Canada. You can request Winners List and Official Rules by writing — 
| 04 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are their — 


40 Pandemonium, ie 
ONTESTYOUHAVEIT who, along with this magazine, have no affiliation with this contest. © 1996 Pandemonium E 


. fespective com 


 — i Play as Bilstein - 


E D - DEFENSE 
Larger Players - - FRIDGE 


th Better Accuracy- : 


- BROADWAY JOE 

Really Windy — BLIZZARD 

Tiny Players — FLEA CIRCUS 
??? - EQUALIZER — 

Longer Jumps — - LONG JUMP 

QB Throws Lobs - TORRETA 


- match zez 1 
Big Head and Feet Mode - 


Select a character and. press. : : 


. and hold Right, Start, @, and IN : 
` until the match begins. 


` Small Head and Feet Mode- _ ` 
Select a character and press : 


and hold Left, Start, 
until the match begins. ` 


Arcade Mode, hold Select, 
move to Gore and press %, @, 


*0e0NNHNAAAX:: 
@. An arrow should appear : 
: pointing to the hidden character. : 

Play as Kappah - 


Arcade Mode, hold Select, 
10ve to Hayato, and press 6, 


E, A, E, x, HA NH ©, E, x D 
+ A. An arrow should appear : 


pointing to this shelled character. 


| Play as Blood- _ 
Enter the Arcade Mode hold : 


pu stil holding Select wA 
Kappah and press 6, A, @, A, 
@, A. Finally, hold L1 + R1 er: 


release Select. to access this ; 


First off, you must have a Game. 
Genie for this code - 


Enter the ` P. 


nter the | 


j Stage. Select = - Highlight So 


icon and press Up and Sta 


: Fight Against Khameleon - 


Press Down and. Start when 


Bridge stage. 
New Battle Plan - 


press Down and. Start. T 


is entered. Now, when. you : 
choose a difficulty, you'll notice : ` 
that the battle plan has been : 


_ changed. 

: Play as Human Smoke z 
Highlight Smoke and press. a 
hold Away + HP + HK + Bloc 
Run until the match starts. 

Blow Up Baby - 


Do a Babality and then before : 
_ they turn into a child, press and : 
“hold HP + LP + LK + HK. They = 
will then turn into an adult again : 


and blow up. It's fun! 
ight as Shao Khan - 
First enter the Stage Select 


1 Invincibility — HARDBODY 
: Gain 31 Lives -VITAMINS 


Toasty appears on the Star. : e 
: Invincible Enemies — EVILDEAD 
: Rotate Screen - [wie nie 


Highlight Kano’s picture and : 


Tons of Hearts — CORONARY 


(Hold L2 to change forms. Press : 
L2 and X to deele be ick) 


Vine ei IS competed i 
: Speed Greed Screen- — 
CASHDASH — 

(After a level is completed) ` 


code. Then, pick your character : ` 


and choose Pit 3 as your stage. 


Now, hold Down + HP. LP until : 3 


the match starts. 
` Fight as Motaro- ` 


` Once again, do- the Stage ` 

- Select code first. Choose your ` 

ick either Jade's : 
land as your : 

stage. Now, hold Left + HK + LK : 


character an 
Desert or the 


until the match begins. 
Motaro Fatality - _ 

E F F + HK (Close) 
Shao Khan Fatality - 

JB F, A + HP (Two Steps Away 


he Gutt-Man |] 


Level 11-FBIAKCK ——— 
vel 12- FDIIAKDC - 


Level 14- KACACIBA — ` 
Level 15 - ADMCFAID ` 
Level 16 - SENER 


» 
= 
* 
H 
» 
Hd 
* 
P 
* 

14 

å 
* 
* 
ae 
rå 
* 
* 
* 
$ 
* 
* 
Š 
* 


Lat the ICharactgr- Bios : 
: Vadar - Down, Up, K, K, K, K 
: Owen Hart - Down, Up, P, P, K, K 


enter this code: Z, B, , A, 


Character Select screen. 


i Finishing Moves 
Bulldog - Down, U 


Undertaker — . | o 
p SK, SK, SP SP 


Down, Up, SP, Down, Up, SP 


`! Golddust- 


Down, Up, SK, Down, Up, 3 


Shawn Michaels - 


Down, Up, P, SK, SK P 


“HHH - Down, Up, SP, SP. SP, SP 


Ultimate Warrior — 


Bridge - Bown and OK 


Stonehenge - 


.. Dungeon - - Down and MP 


Museum - Up and MK 
Spinal Ship - Down and MK 


4 Space PE Up and FP ` 


same timg, ) 


John Fabian Å 
Chicago, IL : 


- Down en P PPK 


` Enter this code at the Pe 
: screen | 
: needed to beat 
: All Levels and Weapons - _ 


X9TIQ4L2B6 


; Cheats - At any time in the game 
- Down and MK i- 


` press Left, @, %, Right, @, %, 
Down, 6, % to enable these 
cheats (Invincibility, Supermap, 
Max Out, Ponder, Game Won). 


Bruce Lambert i 
Hamden, OT : 


Full Guns and Ait ~- 


p ho Ed Pause the game 


and ig Down, L2, M, m 


k -everything : 


Street Fighter Alpha 2 — PlayStation/Saturn 


ss, S PSX) € Go 


to the Character Select screen 
and place your cursor on Chun 
Li. Hold Select (Start for Saturn) 


for more than three seconds, : 
and then press d. the action 


hange to charge back, 
then forward with a punch. 
Fighting Mid-Level Bosses - 


(SS, PS-X) Don't lose a round i UC 


` and win more than five rounds : 
with a Super Combo or Custom : 
Combo finish. After your fifth : 
match victory a new characte 


sequence will follow. 


. must pick your fighter with a 


` i Play as Evil Ryu 
` Fight Shin - (SS, PS-X) At the. å 

Character Select screen you : 
i story arc where. Ryu. began to 


(Saturn Only) In the Jap. 
SFA2 comic series there was a í 


punch button (1-player Con Í 


troller : 


Plus, out of all these mate 


you must obtain three or more £ 


perfects. Shin Akuma will reveal 


himself before the eighth match ` i 


if this is done correctly. . 


: Winning Posture Select - (SS, 


_ PS-X) After winning a round, bu 
before the KO icon appea 
- press and hold Select (Sta 


. Saturn), then one of the Punch i 
or Kick buttons. Not every : 


character has six winning poses. 


ackground will 


“change one out of : 


Now, you must : 


obtained the Air Í 
ee and Ragin 


r Rose 
E A Ryu, 


Tournament Mode - ` m 
Fast Paced - 120 — 
Stealth Turbo - 2m 
Max Speed — 284 
No Pushing - 390 
Unlimited Turbo ~ 461 
Hyper Speed — 552 
Max Block - 616 
— Quick Hands - 709 .. 
_ Max Power-802 ^ 
Goal Tending — 937 
Versus Joypad Codes 
No Tag Arrow — | 
Left, Left, B, Right Button _ 
No Computer Assistance - 


Rooftop Nighttime Court - . 
` Left, Left + Y, Left, Left + Y ` 
City Daytime Court = Down + , 
X, Down, Down - Y, Down 
Jungle Court — Left Button, Right, 
Button, Select, Start, Up. Down, 
A, B, Y, X 
Grand Champion = 


Button, A, Down, Down 
Super Code — Up, Right, Down, 
Left, Start, A, B, Y, X, Select. 


"Funcom" with the pin “1993” 


Er ` Verði Codes 
ake E Baby Mode - 025 
: 1 ; No Music — 048 

Tournament Mode - 111 

Fast Passing - 120 | 

Stealth Turbo — 273 

. Max Speed - 284 

No Pushing - 390 - 

Max Turbo - 461 


te Energy - - 80188514 0078 - 
le Turbo — 80188 oe 0008 


Max Blocking - 61 
y Quick Hands - 708. 
.. Max Power - 802 
“Goal Tending - 937 
: Versus Joypad Codes 
S timate Mortal Kombat 3- | No Drift - 
Tonight's Match-Up. screen, 
then when the screen appears, 
and while still holding Down, 
s Shoot, then Turbo. 
ABA - Hold Right when enteri 
: the. Tonight" s Match-Up screen, 


. and while stil 
press Shoot, UA. nd then 
, Pass. | 


160D20D8 0000 


Hidden Characters — 
Enter the name am 1 
: the pin. 
| Ahrdwy- 0000 


: _ Daniel - 0604 
i | Danr - 0000 


Down, Down + A, Down, Down + : ' 


Start, Y, Right, A, B, Up, Start, ` 


Up, Down, Down, Start, Left i Kidd — 0000 


"Team Photo — Enter your name as. : 


` Minife - 6000 = 


Amrich - 2020 ` 
Bardo - 6000 | 
Carlos - 1010 
Cliffr - 0000 


Davidr — 0000 
Divita - 0201- 
Dream - 0000 - 
Eddie -6213 — 
Elliot - 0000 


- Eugene - 6767 


Ewing — 0000 


Right, Right-« B, Rant, Right +B å eL 0000 


Glennr - 0000 ` 
Hgrant - 0000 
Jamie — 1000. 
Jappie - 6660 * Ti. 
Jason - 0729 

JC -0000 . 
Jigget - 1010 - 
Jfer - 0503 
Jonhey = 6000 
Johnsn - 0000. 
Kemp - 0000 


Kombat - 0004 
Malone — 0000 
Marius — 1005 
Marty - 1010 
Mdoc-2099 — 
Mednik - 6000 
Miller - 0000 


Morris — 6000 
Mortal — 0004 
Motumb - 0000. 
Munday - 5432 ` 
Mursan - 0000 — 
MXV - 1014 — 


` Nick 7000 


Nobud - 1010 


` North - 5050. 


Patf — 2000 
Perry — 3500. 
Pippen - 0000 
Quin — 0330 _ 


: - Rice = 0000 


«Hold Down when entering the i Rodman - 0000 


Root - 6000 > — 
Shawn - 0123 | 


|. Smits - 0000 


Sno - 0103 
Stackh - 00 


EZ ATLANTA PRESS 
Q k TON " 


TO SELECT | 


OPPONENT 
NEEDED 


di | | 
` HIDDEN? Å j| | FREE PLAY Be PLAY | 

H ATTRIBUTES |: : i 

: : 

: ET h LJÓIN IN! Lo IN! 


| Í Fast Pass - 127: - 
` Hide Meter - 273 


Hyper Speed — 552 
Max Block - 616 


- + No Goal Tone - 937 
: Versus Joypad Codes 
` Alternative Ball - 
: ` Hold Right, press A, B, C 
= Left, Left, C, A 


` Max Power - 


Hold pev 


. Right, A, C, Up, Down, A 
Hawaii Court — B, A, Right, Right, 
— A, C, Up, Down, A 


LL 
PlayStation/Saturn 
Level 1 (Entering Warehouse) - 


ONLY shoot the first three 
STAAR Members to unlock the 
infrared vision. 


Level 4 - Secret Room — 
Shoot every yellow box while 


. hidden zone. 
Level 8 (Final Showdown) - 
Best Ending — Make sure tha 


Mothership. . 
Level 8 — Worst Ending — 


. Without pedum any panels. 


` A, and C at the Title screen. 
= Then, enter gameplay and 


> Desert2- _ 


riding in the jeep to unlock this : 


all the panels are shot off the : 
: Bonus Vehicles — : 
: Beat the game and you'll be: 
Let the Mothership escape : 


~ “Captain Picard" ! 


; Bonus Tracks- _ i 
. At the Trac Selection | screen i 
hold these button sequences : 


; Golden Gate Park - Left C Button, 
A to skip one act, B : 


4 Ind — Up C Button, 


Perfect Weapon — 
PlayStation 


: Enter these level codes at. the : 
: Password screen. 
| ke-X,N x M, E, ©, E, © 
i lce2- AA %. H, A, A, %, @ | 
Ü i Garden - : : 


6,X,X,A,0,0, X, A 


: Garden 2 - 


96,0, XM %,@, A 


: Forest 2 - 


oxeocmexu 


i Desert — 


OKKYKHAGAA 


e, *, e, LZ E, e, *, EI 


t Lizard in Desert - 


Ob Ex, 0.x KO 


i Proteus - 
Outdoor Court - B, A, Right; | 


x, x, E, x, E, E, A, © 


: Proteus (Without Diamond) - 


H,eO6,**HBHHENHMA 


: Proteus (With Diamond) — 
"The Eradicator’ : 


~~ Phoenix, AZ : Enter these cheats at the Tause : 


SA OX A 00A 


Invincibility - 
@ E, Right, Left, eu + R2 


- All Moves - 
At the beginning of the game : 


R1 + E, A, ©, x 


i All Spheres - L1 + L2 + © + E 

` Cyborg Blake - RT + R2 + A + @ 

Í i Big Heads - L1 + L2 + R2 + Down 

Level 2 (Hangar) - Secret Room — : 
Shoot out all the upper windows : 
of the br back wall in the Hangar. : 


"The Rhino' 


Toledo, OH 


Cruis'n USA = Nintendo 64 


: Hidden Vehicles - i 
At the Car Select screen press : 
and hold the Top C Button, Left : 
C Button, and the Bottom C : 
Button to bring up the Police : 


Car, School Bus, and Jeep. 


rewarded with a faster model of 


even the hidden ones. 


— for the track you desire. 
C Button, Left Butto PB 


Button, Left Button 


“the vehicle you choose. Note; : 
This code works for every car, : 


Destruction Derby 2 — 


PlayStation 


of DD2. 


: Access All Tracks - MACSIPOO- 


: Credits - CREDITZ! 
i Video = ToNyPaRk 


$.85 per minute for automat 
assistance and $1.05 per 
minute for live help. 
Canada 900-451-5252 
$1.25 per minute automated 


Nintendo 

: Game Counseling 

i 900-288-0707 

i $95 per minute 

Canada 900-451-4400 

$1.25 per minute 

ndo's 

mated Power Line! 
529 


'ONY(7669) 
K 


ure to 


WII 


Ss 


PlayStation: 
ASCIIPad, 
Specialized ASCIIPad, 
Specialized ASCIIStick 


Saturn: 
ASCII Saturn Stick, 


their wardrobe. 
Send To: Secret Access 


i Enter these codes at the Name : 
Entry screen to unlock the secrets : 


2 information 


: ` All runners-up will receive a Game Informer 
: Secret Access T-Shirt to complement 


Hey Gl readers, how would you like 
to become our ally? Send in your 
codes for the games listed below and 
help out a fellow reader in a scrape, or 
if you're stuck on a game, send us a 
letter requesting codes and we will 
help you access the secrets right here 
in Secret Access. 


Ted Monstrous ` ` Nintendo 64 ..... Cruis'n USA 


Alpena, MI ` 


Killer Instinct Gold 
Shadows of the Empire 


PlayStation ....... 2Xtreme 
Blast Chamber 
Disruptor 

Jet Moto 
King's Field 2 
Soviet Strike 
Tomb Raider 
Twisted Metal 2 
Fighting Vipers : 
Mr. Bones +: 
Powerslave 
Sonic 3D Blast 
Tomb Raider 


Genesis ....... Sonic 3D Blast 


Super NES a Lufia II 
Donkey Kong Country 3 


Game Boy Donkey Kong Land 2 


GS Tomb Raider 
C&C: Red Alert 


Send Secret Access Requests To: 
Access & Allies 
Game Informer Magazine 
10120 W. 76th Street 
Eden Prairie, MN 55344 


Sega Saturn .. 


. E-Mail: gionline @winternet.com 


Secret Access Notice: 
Send Game Informer Your Passwords and Codes and Win! 


S end in your codes and passwords every issue, and if we print 
them you'll be entered in the Game Informer /ASCIIWARE Secret Access 
Contest. The Grand Prize is an ASCIIWARE controller of your choice. 


Super NES: 
ASCII Pad SN, 
Super Advantage, 
Fighter Stick SN, 
Fighter Pad SN, 
Rhino Pad SN 


Genesis: 
ASCII Specialized Pad, 
Fighter Stick SG-6, 

Rhino Pad SG 


gain a medal, and Z to ims a 
‘the o Chaos Emeralds 


Informer » February '97 


Game Informer Magazine 
10120 W. 76th Street 
Eden Prairie, MN 55344 


E-Mail: gionline € winternet.com 
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OL@keyword:NOA 


Æ 


JUPITER  EIEEI. NOT A PLACE FOR THE FAINT-OF-HEART. NOR THE WEAK-OF-MIND. 


MECHANIZED ARMIES RUN AMOK, AND YOU MUST DEVELOP THE STRATEGIES AND ALLIANCES TO QUELL THE CHAUDS. 


GO FROM BLUEPRINT TO BATTLEFIELD AS YOU DESIGN, BUILD, PROGRAM AND LAUNCH YOUR MECHANIZED 
WARRIORS INTO CONFLICT IN THE FIRST IN-DEPTH STRATEGY GAME FOR YO F Ð GAME CONSULE. 


BUILD IT 
PROG ALM 


isa 


ENGINE 
Tyron 25 
Outeur 22260 vr St 
ENGINE DISPLACEMENT BE. 
WeicnT 390 KG 


| names OVERKILL ENGINE | 
James: SUPER ALLOY | 
| ESTIMATED DURABILITY: 
| 5-10 YEARS : 
PURPOSE: DEMOLITION 

& ANNIHILATION 


ARMOR 
Tinu ARMOR 
Derense Factor 26 
Weicut 16800 xc 


or mg 
been HIGH 
Capacity 225 NC 
WEIGHT. 8 KG 
DESIGN YOUR OWN CUSTOMIZED — 
MECHANIZED WARRIOR FROM 4 
FOUR BÜDY-TYPES AND NIN ; 
WEAPO [EMS WITH | bag | MAIN 
NO LIMIT OF COMBINATION > Æ WEAPON 
ma ERI. D | PROKLER Laser 
eg 300 Ke 
HM Der vm B 
Suors 200 
Firepower 65 (| supr) 
Weicut 400 «c 


OKE 

BODY 

| Prower II | 

p-f Durani 530 ^ 
"HEIGHT 2360 ke 


) N KE 
PM E 
Ova P5 Meet INTERF 
Weight 34016 


SONY 


1 NT LOGO IS A TRADEMARK OF SONY 
CORPORATION, PLAYSTATION ÁND THE PLAYSTATION LOGO ARE TRADEMARKS 


OF SONY COMPUTER ENTERTAINMENT INC. URNOTE IS A TRADEMARK OF | 
| PlayStation 


SONY INTERACTIVE ENTERTAINMENT INC. ©1996 ARTDINK. | m — SOMPUIER 


KIDS TO ADULTS 


= 


CONTENT RATED BY 
ESRB 


Made with) love’ by, 


Our goal is to presejvelclassi¢ video game magazines soi that 
they are not lost/permanently: 


People interested) in helping outiinjany capacity; 
please visit us at retromags.com: 


No profitis made) from) these/scans, nor do we offer anything 
available from| the publishers themselves: 


If: you come across anyone selling releases from 
this site) please/do not support them and do letius) know: 


Thank you! 


